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Windozvs 


great entertainment! 



Masque™ 

BLACKjACK 

Voted One ot the Top 100 Windows Products! 

Windows Magazine 

'S imply the best tool to help anyone learn the game” 

Casino Player Magazine 

Includes four complete strategies, by Julian Braun, encompassing basic and advanced 
play both for single and multiple deck, programmable house rules and game 
parameters, card counting and strategy practice drills, odds calculations, computer 
simulation, strategy error warnings and recordings, statistical evaluation of your play. 



Play for fun or follow the Expert 
Play Recommendation to improve 
your skill and winnings. 



Expert Strategy Tables show which of 
your current play options yield the 
best payoff average. 


ChessNet 

Single User or Club Edition 

'This program does exactly what it says it will y and it does it 
beautifully. ChessNet ver. 2.0 is the standard others will 
attempt to duplicate.” Don Collins, USA Today 

Features multi-level play against the computer or with friends across modems or networks and a 
'Char mode which allows you to send and receive messages while playing via modem or 
network. Save and resume games at any time, replay of moves or games to analyze variations 
with a scrolling move display, count down clocks for timed games or timed computer play, 
algebraic or coordinate notation and the 1990 World Chess Championship games which are 
included on disk. Single User or Club Edition. 

CLUB EDITION: allows dubs to play up to eight boards simultaneously using one computer 
on each end and one data (phone) line. Now schools or dubs can challenge clubs across town 
or across the nation! 

(two separately purchased copies are required to play via modem or network) 



Split hand with hand values, card 
count, odds calculations and strategy 
recommendation windows displayed. 



Strategy decision tables are 
graphically depicted in popup 
windows for easy mastering. 


MASQUE ™ 


Video Poker 


'Now anyone with a personal computer can learn to play video 
poker like the experts!” Card Player Magazine 

Features the expert strategies of Lenny Frome for most readily found, high-return video poker 
games of Las Vegas and Atlantic City. Indudes online strategy tables and expert recommendation 
for any hand, programmable game environment, statistical evaluation for your play, warning and 
recording of your strategy errors, tournament mode, strategy practice drills featuring only beginner, 
intermediate or advanced hands, computer simulation and comprehensive manual detailing the games, 
the strategies and the machines you can beat. Average payback exceeds 100% on selected 
casino machines when expertly played 1 



Note: All screen displays are from Windows versions at VGA resolution. 


See Your Local 
Dealer or Call 


Masque Blackjack for Windows . $54.95 

Masque Video Poker for Windows . $54.95 

ChessNet Single User for Windows . $34.95 

ChessNet Club Edition for Windows .... $129.95 

Masque Blackjack (DOS) . $49.95 

Masque Video Poker (DOS) . $49.95 


Mas que Publishing 

PO Box 5223 Englewood CO 80155 

800-765-4223 or 303-290-9853 
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Will your new house drive you com¬ 
pletely INSANE? 

—I / LL YOU KNOW IS 
\. • f THAT TIME IS RUN¬ 

NING out. The 
HEAVENS ARE 

r / 1 aligning. And 

THERE’S A LOT OF 
HOUSECLEANING 
TO BE DONE. 


OVING CAN BE SUCH A HARROWING EXPERI 

ence. Especially when you’re the sole 

INHERITOR OF THE BLOODCURDLING 
WlNTHROP HOUSE. 


UCKY YOU. For the PAST 400 YEARS, your 
EVIL ANCESTORS HAVE BEEN PLANNING A 
HOUSEWARMING PARTY JUST FOR YOU. AND IF 
THEY HAVE IT THEIR WAY, THIS IS ONE PARTY 
YOU WON’T BE LEAVING. 


N THIS PIECE OF 
UNREAL ESTATE, 
YOU’LL EXPLORE UP 
TO 400 TERROR-RID¬ 
DEN ROOMS IN A DES¬ 
PERATE STRUGGLE TO 
STAY ALIVE. YOU’LL 


THE LEGACY: REALM OF TERROR 

FROM MlCROPROSE. PROOF THAT THERE’S 
NO PLACE LIKE HOME. AT LEAST NOT IN 
THIS WORLD. 


GRAPHICS WILL TURN 
YOU CHALK-WHITE WITH 


ENCOUNTER PUZ 


COMBAT WITH 

GROTESQUE CREATURES! 

STUMPERS IN 

ROOMS! 


ZLES, MAGICAL ITEMS, AND FORBIDDEN 

books. And you’ll meet the hideous 

HOSTS WHO KNOW WHAT EVIL FORCES ARE 
BEHIND THIS NIGHTMARE. 


YOUR MAGIC COMBAT 


SKILLS WORK 


AGAINST LOATH 


SOME GARGOYLES 
OR DEATH LEECHES? 


Actual Screen Shuts May Vary 


Seriously Fun Software 
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UPFRONT 


I t’s all in the game. Or is it? The art of game design is one that should not be under estimated 
and yet in the leisure software business it is still one that suffers from neglect. This might 
seem strange, for if it is neglected then how do games ever get produced? The key here is to 
understand the difference between games and programs. 

A (leisure software) program without a game design is like a boat without a rudder. It will look 
very pretty and run and run, but with no particular sense of direction. In the early days of com¬ 
puter games there were many such programs, as one would expect from an industry in its infancy. 
Improvements have been gradual, part of the reason for this is that software companies have been 
exploiting the rich legacy of design that boardgames left. The esteemed Harpoon was originally a 
set of miniatures rules published by GDW; Railroad Tycoon owed a debt to Avalon Hill’s 1830, 
while one of the classic strategy games, SSG’s Reach for the Stars, bore more than a passing 
resemblance to another Avalon Hill game Stellar Conquest. Meanwhile, SSI mined the seam of 
Avalon Hill’s wargame back catalog to good effect. 

Many designers and producers now working in the software business have a boardgames back¬ 
ground. Bruce Shelley of Microprose had an illustrious career at Avalon Hill, while many of that 
companies designers worked for TSR and SPI during the heyday of boardgame. In the UK, Games 
Workshop, who used to produce boardgames before they moved exclusively into tabletop fantasy, 
have also been providing talented game designers to the software industry of late. 

To further emphasise the difference between programming and game design, it is worth noting 
that many game designers working for software companies know absolutely nothing about pro¬ 
gramming. On the face of it this might sound astonishing, but upon reflection, why should they 
need to? Their job is to come up with the design that programmers can turn it into a game. Pro¬ 
grammers that can genuinely do both are rare indeed. The Bullfrog team (Populous, 
Powermonger et al) are possible exceptions but only because they redefined the parameters of 
what constitutes a game. 

So far, I haven’t mentioned the role of producer in all of this. The producer is a somewhat 
nebulous figure with wildly varying job specifications. But in general terms their role is not en¬ 
tirely unlike their counterpart in the movie business; bring the product in on time and don’t let the 
budget go through the roof. A good producer will have a knowledge of game design and offer 
input to the programming team. Whether or not this advice is heeded depends on the intransi¬ 
gence level of said team. 

Despite all this, one can still see programs masquerading as games. Often a perusal of the 
manual can help define the difference between a program and a game. Beware of slender docu¬ 
ments which do little more provide a description of what things do rather than the effect they have. 
This is not to say that any game containing less than a Microprose-style tone is worthless, just 
think of it as a rule of thumb. 

Beware too of elaborate themes without any clearly defined goals. Usually these are accompa¬ 
nied by pretty pictures and menus, all offering the illusion that something is occurring. The 
realisation that nothing is occurring will follow shortly. 

The good news is that slowly but surely the value of a good game designer has become apparent 
to all but the most blinkered software houses. This is apparent in the increase in quality, particu¬ 
larly in strategy games, that the industry has experienced over the last two years. There is no rea¬ 
son to think that this trend will not continue, for while many companies see themselves committed 
to the pursuit of excellence, there is no doubt too that they are keenly aware that quality sells. 

Campaign ‘92 

Although it arrived too late for review, we ran Cineplay’s Power Politics in computer man¬ 
ager mode to see what it made of the forthcoming circus. The result was as follows: Clinton 39.4% 
Bush 31.8? Perot 28.7%. It should be said that the stats for Perot were programmed prior to his 
remarkable pull-out and subsequent ‘pull-in’. Time as they, say, will tell. 

Mama 

Readers may note that there is no ‘Mama Sez column this issue. This is because the poor dear 
(aka Joan McKeown) was taken into hospital where she underwent emergency surgery. I’m sure 
you’ll all join me in wishing her a speedy recovery. □ 
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I n Discovery, you are the 
master explorer and 
adventurer: Set Sail into the 
distance, in search of new 
lands; Explore new worlds; 
Pirates are everywhere be 
prepared for sea battles; Create 
Cities fell trees, build farms, 
forts, warehouses, schools; 
Trade the produce from your 
new world to buy new ships; 
Fight the other nations trying 
to establish their empire. 

In 1492 Columbus discovered 
America - for God, Gold and 
Glory! 

500 years later this is your 
chance to discover a new 
world! 


FEATURES: 

6 New Worlds to 
Discover 

Piracy - mutiny & 
battles 

Land & Sea combat 

Simple point and 
click interlace 

8 ship types; 4 maps 

5 competing 
nations 


K U.. I ' JJU 1 


You will need to fight off pirates and 
more! 




Animated people develop buildings all 
by themselves. 


Watch your empire grow. 
































NEWS 



Electronic Arts 
Buys Origin 


In a deal estimated to be worth $35 
Electronic Arts bought all the outstand¬ 
ing securities of Origin in exchange for 
1.3m shares. Origin were founded in 
1983 by the brothers Garriot and expe¬ 
rienced early success with the Ultima 
role playing series. 

Recently the company has been one 
of the pioneers of new technology in the 
PC market with Wing Commander 
and the soon-to-be-released Strike 
Commander. 


Following the deal, Robert Garriot 
will continue in his role as Origin’s 
president while brother Richard will 
become a VP and executive producer at 
EA. Commenting on the deal, EA’s 
president Larry Probst had this to say: 
‘It will help launch Electronic Arts into 
the CD market and enhance Electronic 
Arts position as the leading worldwide 
independent publisherof entertainment 
software.' 

Reflecting Origins position, presi¬ 


dent Robert Garriot commented: ‘While 
Origin’s financial track record contin¬ 
ues to be strong, both Origin and Elec¬ 
tronic Arts see their long term strategies 
for the entertainment industry best 
served together'. What this means is 
that Origin will now get a bigger share 
of the cartridge market while EA will 
make inroads into CD ROM. Origin 
will continue to operate from theirTexas 
base as an autonomous subsidiary of 
EA. 


Down the 
upgrade path 

Siege editor 
(Public Domain) 

This editor will allow 
players to change troop 
names, attributes and 
weapons and will also 
let allow wizards to 
pass through walls, fire 
elementals throw 
fireballs, make skeleton 
warriors harder to kill 
(again), change the 
names of troop types to 
recreate battles (for the 
Middle Earth fans) and 
more. Will only work 
with version 1.2 Note: 
this is a Public Domain 
program and not 
available from Mindcraft 


Grand 
slams in 



The Ancient Art of War in the Skies: destined for the modern 
art of CD ROM 

Microprose 
Go CD Rom 


CD 


Microprose have signed an agree¬ 
ment with MMC development which 
gives MMC the CD ROM rights to 
more than 30 of Microprose’s titles. 
These include Silent Service II, Red 
Strorm Rising, Railroad Tycoon, and 
the more recent Ancient Art of War in 
the Skies. 


The first Microprose titles to be 
released on the fledgling format will be 
the compilations Land, Sea, and Air 1 
& II, Microprose’s Great Adventures, 
and Megatraveller (includes I & II). 
All the conversions will be shovelware, 
though each disk will contain more than 
one title. 


Just in time to miss our Bridge fea¬ 
ture, Electronic Arts announce the re¬ 
lease of Grand Slam Bridge 2. Actu¬ 
ally, they didn’t announce it. After beg¬ 
ging their wondrous PR department for 
information, they took pity and revealed 
that the game would be hit the stores ‘in 
November’. But lo and behold! No 
sooner had they gone off to a three hour 
lunch than one of our writers espied the 
very same game in a local store! 

But on with the show. Grand Slam 
2 uses a top down view of a card table 
using North, South, East and West seats. 
The program is aimed at both advanced 
and beginner levels and is capable of 
dealing over one billion random hands. 
Blimey! Even old smarmy chops Sharif 
would have a job coping with that lot. 
For beginners. Grand Slam Bridge 2 
offers 20 tutorial hands which teach 
general bidding and playing strategies 
written by bridge expert Mike Lawrence. 

Bridge hustler Corey Cole rated the 
original program highly in his round-up 
of Bridge games in this magazine. The 
only drawback, he claimed, were the 
CGA graphic and keyboard interface. 
This has now been in the put to right as 
the program supports VGA and a mouse. 
Grand Slam Bridge 2 is in the shops 
now. Could someone tell EA’s PR de¬ 
partment? 


Dynamix 

Aces in the Pacific 
Patch B 

This patch fixes 
everything except the 
budget deficit. Too 
many features to list 
hear, suffice to say that 
anyone who has the 
game shouldn’t be 
without this. 


Access 

Links 386 pro 
Version 1.07 
Executable (IBM/ 
VGA) 

This is the new version 
of the Links 386 Pro 
executable. It is dated 
9/29/92 and is Version 
1.07. Link107.Txt file 
will need to be obtained 
to get the numerous 
switch settings for use 
in correcting some 
hardware conflicts. 


Sierra On-Line 

Quest for Glory III 
Magic User Patch 
(IBM) 

This patch addresses a 
problem in Quest for 
Glory 3 in the 
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Before you play Special Forces, 
you’d better put on your game face 



When your drop-point is smack in the 
middle of fierce enemy forces, you'd 
better dress for the occasion. 

That's why, in Special Forces, you're 
equipped with high-powered rockets. 
Rapid-fire pistols. Rifles. Grenades. 

And whatever it takes to secure your 
objective quickly. 



Special Forces from MicroProse. 

Defeat is not an option. What you wear 
is up to you. 



ENTERTAINMENT • SOFTWARE 


Seriously Fun Software 


Your objective? Today it could be 
rescuing a POW. Tomorrow, sabotage or cutting 
off enemy supply lines. 

But you can't do it all alone. So take along your 
pick of the military's elite commandos to help you 
Specialists who you'll have creating diversions, 
sniping, setting off explosives, jumping enemies, 
and carrying out your master strategy. 


To get our free catalog, call 1 -800-879-PLAY Mon.-Fri., 8:30 am-5:00 pm I 
EST or fill out the coupon and mail it to: MicroProse Software, Inc. 

180 Lakefront Drive • Dept. DIO • Hunt Valley, MD 21030-2245 


Name: _ 


| Address: _ 
| City:- 


_ State:. 


.Zip:. 


Telephi 


tone: ( 
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Battle Isle 
Development 


Ubi Soft announce the release of the 
first expansion disk for their strategy 
game Battle Isle. Amazingly, this is 
called Battle Isle Scenario Disk Vol 1. 
The new disk will include 34 new maps, 
of these 25 will be available for play 
against the computer while the remain¬ 
ing 9 will be for two (human) player use 
only. New terrain such as arctic waste¬ 
lands, barren deserts, and raging rivers 
will also be included on the disk. 

Remember B.A.T.? Most players 
tried to forget it. With this no doubt in 


mind, Ubi Soft have elected to call the 
follow-up The Koshan Conspiracy. 
But fear not, the BATS (Bureau of 
Astral Troubleshooters) are back and 
with a few surprises up their sleeve, 
namely the Bidirectional Organic 
Bioputer which is implanted in the arm 
of each agent. 

Included in the game are four flight 
simulators plus a driving simulator, and 
an arcade with three playable coin-op 
games. Both these products should be 
available now. 



Total Recoil! 


Los Angeles (or what’s left of it), 
2029 AD. This is the setting for The 
Terminator 2029, a sophisticated 
shooter from Bethesda Softworks. The 
player takes the role of one of John 
Connor’s Special Operations Group who 
has been chosen to wear the Advanced 
Combat Armour designed by Gianni 
Versace Jr (boots by Doc Martin). 

The Special Operations Groups 
(SOG) is determined to wipe out the 
Skynet Assault Forces with the ulti¬ 
mate aim being to destroy Skynet itself. 

Naturally enough this leads to all the 


gratuitous violence in 3D animated 
graphics that one could possibly hope 
for, and spread over 20,000 map loca¬ 
tions (count ‘em). Nineteen missions 
are included in the game, none of which 
have a predetermined ending. Play fea¬ 
tures include: promotions in rank, sta¬ 
tus of all weapon systems at a glance, 
independent targeting acquisition sys¬ 
tems allowing accuracy down to one 
pixel - if you can see it, you can kill it. 
- and Finally, the option to 'get mission 
briefings and execute them’ (take that, 
you horrible mission briefing!). 


Can 
they 
give it 
away? 

When the CDTV was first launched 
Commodore refused to let computer 
retailers stock the machine (in the UK, 
at least). It was a ‘brown goods’ product 
they argued, and as such should be 
placed alongside VCR’s and TV’s in 
high street chains. Now, Commodore 
are offering the machine free with a 
purchase of an Amiga 3000. 

When asked what the hallowed ma¬ 
chine could do. Commodore’s UK head 
of marketing, Steve Franklin, replied at 
the time of the launch: it can do every¬ 
thing’ . Everything, it seems, except sell. 


Leopardman Village that 
prevented one of the 
planned puzzle 
solutions. Only needed 
when playing a Magic 
User character. 

MicroProse 

Gunship 2000 
Islands and Ice 
Update (IBM) 

This patch corrects the 
Replay and 
SoundBlaster 
compatibility problems. 

It also lowers the 
memory required to run 
the game. Included is a 
Memory Program to 
check the memory while 
running the game. 
Please refer to the 
accompanying text file. 
Note: This update is for 
the Scenario Disk 
Version only. 


Royals 
in new 
scandal 
shock! 


Darklands Update 
Version 05/051 to 
06 (IBM) 

Update updates version 
05 and 051 to 06. It has 
a few new features 
added, fixes various 
machine compatibility 
problems, corrects 
problems found in 
earlier versions, and 
includes new and/or 
revised artwork for 
certain areas of the 
game. 


A new scandal hit the beleagured 
reign of King Dacre of Mittledorf when 
it was rumored that he’d topped (or 
‘murdered’ as they say in Mitteldorf) 
his own brother to gain the throne. A 
palace spokesman (there are no women) 
refused to comment. Not suiprising as 
half the town has disappeared. Could 
the black plague be responsible, or has 
everyone scarpered because they are 
sick to death of hearing about so-called 
‘royal families’? This is part of the 
storyline (the rest we made up) for 
Legends of Valour , the new adventure 
game from SSI that uses a first person 
perspective. The player’s task is to dis¬ 
cover what’s going on. Good luck! 


Darklands Update 
Version 04 to 06 
(IBM)_ 

Does the same as 
above except for 
version 04 

Note: Unless otherwise 
stated, all of the above 
upgrades are available 
free to registered users 
and may also be 
obtained from 
commercial bulletin 
boards such as 
CompuServe and 
GENie. 
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Watch with pride as your warriors move into intricate 
formations (HIGH RESOLUTION mode IBM PC only) 



The game is full of sumptuous graphics. 

Your Chance to get your own back! Conquest of Japan gives you 
five cities, each with money to hire armies -it is up to you to buy the 
right soldiers, and direct your armies to conquer Honshu, Japan’s 
main island! In a truly epic production, you are both the 
general,planning campaigns, and the army commander, directing 
troops within each battle. All battles are played out in real time, 
with your soldiers moving into formation in fantastic, colourful 
animation! You can become as involved as you like -from 
watching progress, to instructing individual men if you wish to! 

You can even choose to play each battle in Hi Res (386/25 
machines or better reccommended) or faster Low Res. 

FEATURES: 

• Miniature-style war simulation 

• Cities located differently each game 

• Choice of authentic troop formations 

• Simple to play 

• Your chance to conquer Japan!! 
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PREVIEWS 


Very Special 

Although available for some time on the Amiga in 
Europe, Special Forces now makes its way onto the PC 
platform. This is a squad level game featuring a platoon of 
eight members, though missions feature a maximum of 
four. Four levels of difficulty are available, the choice of 
which determines weaponry available (eg conscripts get 
advanced equipment). Sixteen missions are available each 
with a clearly defined objective. These are set in four areas 
of the world: the Tropics, the Arctic, Temperate Climes, 
and the Desert. In the desert, an ‘unnamed aggressor (clue: 
his initials are ‘SH’) has invaded a small country which 
has lots of oil and taken it over. The legitimate govern¬ 
ment has fled and is now asking for help. Enter, the Spe¬ 
cial Forces. □ 

Special Forces, published by Microprose, should be 
available for the PC now. 



NANE MIKE KOLOMSK V 

FITNESS EXCELLENT 
UGT LOAD 33 KG 
RANK SERGEANT 

SPECIAL SKILLS 

EXPLOSIVES EXPERT. 
SNIPING. 


War in the 
Skies 


The brothers Murry appear to have an obsession with 
the ancient warlord Sun Tzu, for he pops up again, some¬ 
what incongruously, in The Ancient Art War in the 
Skies, their sequel to The Ancient Art of War and The 
Ancient Art of War at Sea. The last two titles were 
published by Broderbund, but now the brothers have 
switched their allegiance to Microprose who, of course, 
know all about ‘war in the skies’. 



Despite the title, the game is not an out and out flight 
sim but a strategy game containing lots of fun elements. 
The flight sequences, particularly the dogfights, arc 
handled in something of a jokey manner, with cute ani¬ 
mated cartoon-style planes whizzing though the clouds. 
The game is certainly not short of missions, with some 
forty-odd populating the game. As if that isn’t enough, 
there is also a mission bulider/editor. 

The Ancient Art of War in the Skies, published by 
Microprose, should be available now 


Working Hulk 

Electronic Arts have licensed the computer rights to 
Space Hulk, the best selling boardgame from Games 
Workshop. This is a tactical wargame which pits Termina¬ 
tor Marine Squads against Alien Genestealers. The battles 
all take place in a huge derelict Space Hulk. The Marines 
get kitted out with a variety of weapons; tactical 
dreadnought armor, stormbolters, power gloves, and heavy 
flamers. The aliens, for their part, have very large teeth. 

On the face, dentures versus high tech weaponry may seem 
a bit unbalanced but the aliens are clad in ‘chitinous ar¬ 
mor’, whatever that is. 

The space marines are selected for each mission ac¬ 
cording to their abilities. Strategies for the individual 
scenarios must be plotted in advance on a scrolling map. 
The squads then go off to play in real time combat. Players 
have visor views of their five marines and may switch 
control as is their wont. The eponymous hulk is a labyrin¬ 
thine mass of tunnels and corridors. Marines can be placed 
to guard corridors or doorways or to track down the aliens. 

Exploration of the corridors is said to require strategic 
thought and ‘fast reflexes’, two not entirely compatible 
abilities. Just how much the dreaded ‘arcade action’ will 
impinge on what could be an interesting strategy game we 
will find out shortly. 


Space Hulk will be released by Electronic Arts for the 
PC and Amiga in January 
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COMHANCHE 

MAXIMUM OVERKILL STST 


C omanche Maximum Overkill is a glimpse into 
the future of military avionics and an exactingly 
accurate simulator of the Boeing-Sikorsky RAH- 
66 Comanche Attack Helicopter. What makes this simula¬ 
tion different is that Comanche delivers with true 3-D 
imagery. When piloting our simulator through a difficult 
mission, actual terrain in real-time 3-D graphics may be 
seen and maneuvered through. Gone are the coarse tri¬ 
angles of contemporary flight simulators and the harsh 
unreality of former graphics technology. The missions in 
the game will all be hypothetical and take place in the year 
1999. 


Poly gone 

So what's the difference between this and existing 
flight simulators? Current flight simulators already boast 
the highest evolution of polygon technology - and they are 
right. Until now, the only ‘correct' way to render a full 3- 
D image was with polygons. Unfortunately, they suffer 
from several drawbacks - the main problem being their 
speed. Since they are computationally intensive, only 
relatively few polygons can be computed every frame. For 
this reason, polygon games tend to look sparse and can 
only give a rough representation of terrain features. 

To bypass these inherent drawbacks, programmers 
have resorted to utilizing the smallest unit of a polygon 
structure, a triangle, for 3-D surface emulation. It is this 
feature that gives most of the current 3-D games their 
characteristic ‘computer look’ that works against the sus¬ 
pension of disbelief that game designers strive towards. To 
alleviate the ‘blockiness’ problem, some of the newer 
products texture map pictures of real surfaces over the 
triangular polygon surfaces. This technique is similar to 
wallpapering over an irregular surface. Doing this im¬ 
proves the look of the game, but tends to slow the simula¬ 
tion down considerably. 

Voxel pop 

NovaLogic has leapfrogged polygon technology and 
perfected a new mathematical entity known as a voxel. 
With it, we have developed an entirely new and extensible 
graphics development system named Voxel Space. 

Generating up to 1 million 3D calculations per second, 
this allows for over 500 times more true detail than poly¬ 
gon graphics and harnesses the full 32bit 386/486 Power 
of a CPU. Written in flat mode assembly language, this 
technique creates the most detailed real-time graphics in a 
point of view simulator. 

How does Voxel Space work? If you think of a pixel as 
a 2-dimensional image unit, a single point on a plane - 
then imagine a voxel as a 3-dimensional image unit. Each 
voxel carries information on not just it’s vertical and hori¬ 
zontal position but also it’s relative distance from the 
viewer. With today’s computer architectures. Nova Logic’s 



proprietary method for manipulating voxels is approxi¬ 
mately 500 faster than the fastest 3-D rendering programs. 
It is this method that NovaLogic is currently applying for a 
patent on and hoping to revolutionize the arena of point of 
view simulators. 

The natural look 

Another major advantage to this method is that it al¬ 
lows our simulations to use actual terrain data. Derived 
from sources as diverse as satellite radar mapping to US 
Geological Survey data, we can players move about ground 
they are familiar with in real time. ‘We are not talking 
about a computerized slide show,’ says John Garcia presi¬ 
dent of NovaLogic. ‘This is a fully interactive system 
where users can explore the environment in whatever 
direction they would like. What other plans do they have 
in mind for Voxel Space technology? ‘The possibilities are 
endless,' Garcia elaborates. ‘With real terrain data we can 
explore natural features as they appeared when the data 
was gathered. It is an incredible feeling to be able to inter¬ 
actively explore a major land feature such as Mt St Helens 
before and after the eruption. 

Nothing is more exciting than the evolution of new 
technology that changes and revolutionizes the industry it 
is developed within. Boeing-Sikorsky is pushing into new 
realms of man and machine interaction utilizing true state- 
of-the-art scientific advances to create an amazing machine 
for the 21 st Century with the Comanche. We felt it was the 
perfect fusion of product and technology for NovaLogic to 
introduce its landmark development of the Voxel Space 
graphics technology into the world of personal compu¬ 
ters. □ 

Comanche Maximum Overkill is scheduled for a 
Novemlyer 1 release by NovaLogic in the US and by US 
Gold in the UK 


Note 

Voxel Space is a 
trademark of Nova 
Logic 
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ADVENTURE LIKE NEVER BEFORE... 



The year is 999 A.D. The 
time of great dread has come. Long 
have the Viking prophets foretold of 
RAGNAROK, the final battle of the gods, 
which will determine the fate of the world. 

From before the ancient times, the great gods 
of your people • Odin, Thor and the forces of 
Asgard - have championed the human race 
and have withstood the power of evil Surtr 
and his hoards of fire demons. Now the days 
have become dark and cold. 

Many travelers and warriors have passed through your 
village into the wild lands beyond. Strange tales of 
distant lands, wizards, powerful creatures and magic 
are whispered by firelight. Some of the boldest warriors 
say that the final great Viking quest is to aid the gods 
themselves as they prepare for RAGNAROK. The outlook is 
grim, but to stay behind and wait for the end is worse. You 
have packed your belongings and have decided to follow 
the dark trail into the forest... 


It's time to break the mold. Step 
up to RAGNAROK and experience 
the vast, unbounded world of Norse 
mythology. 

Explore over 100 action-packed realms, featuring 
vivid, superfast VGA graphics. 

• Enter a highly interactive world where you pursue 
quests and adventures as you see fit... no set story 
line to follow. 

Challenging and Intriguing. 

• Master the use of over 200 magical artifacts. 

• Encounter up to 200 distinct races of beings 

• Acquire the skills and knowledge needed to finally 
defeat Surtr and his hoards of Fire Demons. 


Why be human? 

• Shed your human form as you learn the arcane 
skills of polymorph and transformation. 

Easy to playl 

• Extensive on-line help and intuitive interfaces have 
you playing immediately. 

• Infinite variability and non-stop action will keep you 
coming back. 



NOW AVAILABLE FOR IBM & COMPATIBLESl 


TO ORDER: 

Visit your retailer or call 1-800-892-3488 to order. VISA/MC and checks accepted. 
Norsehelm Productions, Inc.; P.O. Box 494388; Redding, California 96049-4388. 





ORSEHELM 

Productioms 

• INCORPORATED 


Reader Service No. 52 


















































PREVIEWS 





Brian Walker dons the fatigues 

Hot on the heels of Carrier Strike comes Gary 
Grigsby’s follow-up for SSI, Pacific War which, as the 
title suggests, covers the entire Pacific conflict. Ships, 
planes, and ground forces located in the Pacific theatre 
circa 1941 to 1945 are all included in the game. Players 
command operations from Burma to the West Coast of 
America, and from the Aleutians to Australia, a territory 
spanning 78 million square miles. As well as featuring two 
campaigns (1941 and 1942) the program includes, and five 
scenarios as follows: 

♦ Rising Sun - December 7 1941 to March 31 1942. 

♦ Coral Sea/ Midway - May 2 1941 to June 30 1942 

♦ Guadalcanal - August 7 1942 to end of war 

♦ Marianas - June 12 1944 to end of war 

♦ Leyte Gulf October 13 to end of war 

Perhaps heeding complaints, SSI have included a tuto¬ 
rial for the first time in this series as well as a section on 
strategy and tactics. From the look of the game the tutorial 
will certainly be needed as Pacific War is truly a monster 
in the grand tradition. The strategy section in the manual 
focuses on each individual scenario rather than taking the 
broad view. The map is pretty much the same as that seen 
in Carrier Strike, except that it’s bigger. A single hex 
represents 100 miles and every turn equals one week. 

Each game in the series, which comprises Second 
Front, Western Front, and Carrier Strike, has shown a 
marginal improvement over the last and Pacific War 
maintains this sequence, especially in that treacherous 
region known as ‘the interface’. 

A detailed database of all divisional units, ships, and 
air squadrons is now provided, as are graphics displays of 
ships and planes. There are also more ‘short cuts’ to help 
locate ‘missing’ ships. ‘Preparation points’ replace the 
‘political points’ that were a feature of Western Front. 
These may be used in a variety of ways; to activate land 
combat units, to select a new HQ or Air Leader, and so on. 
Leaders play an important role in the game in that they 
will greatly influence the fortunes and performance of the 
formations under their command. It is crucial, therefore, to 
avoid placing leaders in positions where their weaknesses 
will be highlighted. 

Naval combat can be displayed with multiple levels of 
detail ranging from almost no information through to see¬ 
ing every exploding bomb and torpedo. As well as playing 
on five different levels, the computer can be instructed to 
take over some of the more mundane tasks. □ 

Pacific War will be released for the PC by SSI in 
November and reviewed in out next issue 
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Air Bucks 


Reach for the pie 

By Mike Woodhouse 



Designed by 

Eddie Grabowski 


Published by 


Impressions 


Systems 


PC Amiga 


PC Graphics 


Low Res EGA 


Supports 


Mouse, keyboard 


T he airline business really 
started to develop in the 1950’s, 
as wartime technological ad¬ 
vances started to filter through to the 
marketplace. At the same time, con¬ 
sumer buying power started to grow to 
the point at which small, but nonethe¬ 
less significant numbers of people could 
afford commercial air travel, particu¬ 
larly within North America. Air Bucks 
follows the development of the com¬ 
mercial airline business from this time 
to the present day. 

Miami twice 

Starting with enough capital to pur¬ 
chase a short-range aircraft and landing 
rights in Miami, the prospective entre¬ 
preneur must bid against competitors 
for the rights to other cities. Once ac¬ 
quired, revenue-generating routes can 
be established which hopefully will gen¬ 
erate sufficient revenue to cover operat¬ 
ing costs and generate healthy profits, 
thus allowing further expansion. As 
time goes on a network of routes devel¬ 
ops. New aircraft allow greater dis¬ 
tances to be covered between cities and 
at greater speed. Naturally, this allows 
higher fares to be charged since custom¬ 
ers will pay premium rates for premium 
service. 


There are up to four competing air¬ 
lines but only two companies may ac¬ 
quire landing rights at any one city. 
Owners may find themselves cutting 
fares to the bone (and beyond) in order 
to win the lion’s share of the passengers 
and cargo available on a given route. As 
time passes, financial difficulties may 
necessitate borrowing from the bank or 
even the selling of shares in the com¬ 
pany. 

The bank will expect a certain mini¬ 
mum maintenance, and may threaten to 
remove the player if their criteria are 
not met. All this sounds like a recipe for 
a rich, varied and absorbing series of all 
night gaming sessions. Well, it did to 
me. The benchmark for a game of this 
type must be Railroad Tycoon, which 
despite its profoundly irritating bugs, 
remains my all-time favourite game. 
Air Bucks promised to be the global 
airgoing equivalent. 

Type blast 

As regular readers may have noticed 
by now, I have a particular interest in 
user interfaces. I expect a program to 
make the user’s interaction with it a 
painless and non-intrusive experience. 
Drop-down menus, hot-key shortcuts 
for frequently used functions and a rea¬ 


sonable degree of lip-service being paid 
to de facto PC standards, are all to be 
expected in a strategy game. The Air 
Bucks user interface, whilst appearing 
initially to conform to these basic te¬ 
nets, soon reveals itself to be a poor 
specimen. One wonders, for example, 
why the programmers completely ig¬ 
nored the existence of the Escape key in 
favour of the space bar when exiting 
menus. And furthermore, since the key¬ 
board may be used to increment or 
decrement a fare when editing a route 
(which may have as many as eighteen 
individual numbers to be altered), was 
there not an option to simply type in the 
required number? 

Loan lark 

Graphically the game appears ap¬ 
pealing, at least at the outset. A world 
map shows cities serviced and the routes 
that exist between them. A zoom mode 
allows the player to view aircraft taking 
off and landing in a smaller area. Since 
no actions can be taken when in this 
mode, it is completely useless, leaving 
only the completely static world map to 
entertain the player while the game 
chugs along.... And that ’ s the worst thing. 
The game really does play itself. After 
two false starts, I was able to amble into 
an apparently unassailable lead whilst 
spending the best of five hours that this 
entailed watching TV! 

Intermittently the bank expressed 
its displeasure that my company had 
perhaps a smaller fleet or less routes 
than my computer controlled competi¬ 
tors. Since I not only had no outstanding 
loan but in fact had about 40 million 
dollars deposited with said bank, I took 
these warnings with a large pinch of 
salt. 

Impressions have a history of rea¬ 
sonable ideas inadequately designed 
and poorly implemented. I have long 
felt that the latter, in particular, was due 
to a failure to play-test widely enough, 
combined with an excessive amount of 
pressure to get the product on the shelves. 
Air Bucks has a genuinely good game 
idea behind it. Sadly, the implementa¬ 
tion is still lacking. 

Impressions have said that a number 
of enhancements will be made for the 
US version. If that is so, there is no 
reason for anyone to consider a pur¬ 
chase until that happens. Any changes 
will have to be substantial. As it stands. 
Air Bucks is only of value as an object 
lesson in how not to develop what really 
is a fine basic concept. □ 
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A Great War. 

A Lost Paradise. 
An Epic Adventure 


The Quest For Earth Begins. 


FOR THE IBM PC 


The best in entertainment software 

Slar Control It Is a tradomark of Accolade. Inc 
c 1992 Accolade, Inc All rights reserved 
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La Grande Armee 
& Big Three 


Home alone 

By Stuart Mitchell 



aTltfNTIC 

OCEtfN 


CROLLI 


wX I S 
TURN 


SPRING 
19 4 1 


WESTERN FRONT OFTENSI ME 
OPE R A T I 0 N S ? BHES N 0 


Designed by_ 

SDJ Enterprises 

Published by __ 

SDJ Enterprises 

Graph ics 

Le Grande Armee -CGA 
Big Three - CGA EGA 

Systems 

IBM PC 

Supports 

Mouse and keyboard 

Players 

2 player only 


B ack in olden times we didn’t 
have computers. Instead we 
played games with cardboard 
counters on paper maps. Hard to be¬ 
lieve. The games were fun, but finding 
an opponent could be a problem. Not to 
mention having to leave the games setup 
for the pets (pests?) to ravage. So when 
computers and computer games became 
common many of us moved from paper 
to silicon for our gaming. Silicon gam¬ 
ing gave us an instant opponent, though 
not always a good one. 

SDJ Enterprises are a small com¬ 
pany and very much a hobby enterprise. 
But they remember those days and the 
kind of games that were popular then. 
So they created two board games on the 
computer. Just as in the old days, the 
games are intended fortwo human play¬ 
ers in a face-to-face match of wits and 
strategic insight. The hexagonal maps 
and simple pieces have been re-created 
as well. All that’s missing is the paper 
and the dice. 


La Grand Armee 

This is the first creation from SDJ. It 
covers the Napoleonic Wars from Spain 
to Russia and Denmark to Italy. The 
game is played on the grand strategic 
level and is quite reminiscent of Avalon 
Hill’s venerable War and Peace. Play¬ 
ers move units representing infantry, 
cavalry, and artillery corps along with 
headquarters units. As the game 
progresses new units can be built and 
old ones deleted, allowing players to 
reap the benefits of their conquests. Or 
suffer the worries of defeat. 

Le Grande Armee includes over a 
half-dozen scenarios covering various 
theatres of the war from the Austerlitz 
campaign to the Waterloo campaign. 
There is no Campaign scenario cover¬ 
ing the length of the wars. Play is simple 
and consists of creating/rallying units, 
then movement. If a unit moves into an 
enemy square, combat is conducted. 
During combat, the defending player 


may reinforce the hex or withdraw. 
This style of play is appropriate for the 
scale depicted, but precludes play-by¬ 
mail gaming since both players must be 
present at all times during the game. 

When I first sat down to a game of Le 
Grand Armee, I couldn’t imagine how 
a game at this scale could possibly 
capture the feel of Napoleonic conflict. 
And in a way I was right. There are no 
thundering cavalry charges, no bom¬ 
bardments from artillery batteries, no 
infantry in squares holding out against 
the cavalry. But at the scale it plays at, 
Le Grand Armee works fine. 

Big Three 

Big Three does for World War II in 
Europe what Le Grand Armee did for 
the Napoleonic Wars. In scale, the clos¬ 
est board game analog would probably 
be Avalon Hill’s Hitler’s War. 

As in Le Grand Armee, players 
build units during the game. The quan¬ 
tity of builds depends on the number of 
cities under a player’s control. And, as 
in Le Grand Armee, play is straight¬ 
forward with the twist that the opposing 
player may intervene during the current 
player’s turn. In this case, the interven¬ 
tion is in the form of air and naval 
intercepts. 

Combat and maneuver are rather 
limited at this scale. In most cases, 
players can do little more than launch 
straightforward attacks against the op¬ 
posing forces to try and force a break¬ 
through. 

Supply plays an important role and 
players will wish to maneuver when 
possible to isolate pockets of enemy 
troops. There is always at least one 
phase of attacking available before out 
of supply units are destroyed, so 
breakouts are possible. 

Neither Le Grand Armee nor Big 
Three can boast of state of the art graph¬ 
ics. Le Grand Armee is only available 
in CGA, while Big Three supports 16- 
color EGA. The graphics are clear and 
functional, though, and don’t impede 
play. Le Grand Armee even includes a 
short summary of the Napoleonic Wars. 
Both games are fun and very reminis¬ 
cent of old beer-and-pretzels games from 
my youth (when it was usually soda- 
and-chips). I wished for a true computer 
opponent, but found I settled into the 
old solitaire routine quite nicely. And 
for those with an opponent handy, these 
may prove a diverting compromise be¬ 
tween unwieldy paper games and idio¬ 
syncratic computer opponents. □ 
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Rex Nebular Is For Hire! 



Actual screens may vary. 


And the spaceways will never be the same! 

Sure, he’s for hire. But if he doesn't pull off this job. Rex Nebular's 
reputation as an interstellar adventurer and womanizer will take a 
bruising. If that’s still possible. 

All he has to do is retrieve a priceless vase for 
a really ticked—off Colonel Stone. It should be 
easy... NOT! 

Especially when this Cosmic Gender Bender gig 
has enough traps to send Rex to his grave a 
thousand times over. 

Rex will have to locate a cloaked planet. Survive 
the grotesque Gender Bender machine. Negotiate the perils of a vast 
underwater world. And tear himself away from legions of sex-starved 
aliens. Some of whom would like nothing better than to use our hero as 
breeding stock! 

And Rex thought women only wanted him for his mind! 

Save Rex Nebular from himself. And save the universe 
from Rex Nebular. Get your copy of Rex Nebular And The Cosmic 
Gender Bender today at your favorite retailer. 


• STIMULATING state-of-the-art graphics and animation! 


• Thousands of MIND BENDING PUZZLES TO UNIOCK! 


• TITILLATING rotoscoped art! 


• EASY, HARD, and ADVANCED modes! 


• AROUSING INTUITIVE INTERFACE light years ahead of any other! 



Seriously Fun Software 


© 1992 MicroPros Software. Inc. ALL RIGHTS RESERVED. 
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Designed by_ 

Terry Donahue, Gordon 
H Smith, Josh M 
Osborne, and KurtLidl, 

Available free on 

UseNet 

Notes_ 

Provided as 1.5MB of 
compressed source 
code, 8MB of disk 
space required for 
compile, 2MB for game 
itself. Requires the X- 
Windows system from 
MIT, version 11, release 
3 or later, at least 8MB 
of ram, works with 
almost any UNIX based 
system. Display is 
1024x768, color 
recommended. Tested 
hardware was Sun 4/ 
75GX with 32MB of 
RAM and 848MB disk, 
along with NCD 19c X- 
terminal. Soundblaster 
support is available for 
PC’s running UNIX, and 
is being added for Sun 
systems. 



Xtank 


All at C 

By Richard Lawrence 


T he concept that is central to 
Xtank is an old one as com¬ 
puter games go: the user cre¬ 
ates a vehicle (tank is just a convenient 
label, as the vehicles can really be any¬ 
thing) based on a set of configuration 
rules, and then writes a program for that 
vehicle to allow it to attack others. The 
only conceptual difference between 
Xtank and games that go back as far as 
the early 80’s on an Apple II is the 
ability of the player to directly control 
his tank, either against other players or 
against programs. 

Program notes 

There’s a world of difference, how¬ 
ever, in the implementation. Many 
games similar to Xtank (for instance. 


Omega from Origin Systems) have a 
special programming language for the 
tanks that keeps tank programs from 
getting too complex or long. Xtank. on 
the other hand, uses standard C pro¬ 
grams for the tanks, which are compiled 
and linked into the Xtank program 
itself. This takes advantage of the source 
code distribution method popular for 
UNIX programs, with the assumption 
being that if you are capable of writing 
a C program for a tank you should be 
capable of compiling and linking it into 
the product. 

The use of standard C for the Xtank 
programs introduces a large flexibility 
into the tank programs themselves. If a 
player were persistent and patient 
enough, tank programs could be written 
that kept database entries for enemies 


and their behavior pattern, or with huge 
AI sections. The general challenge, how¬ 
ever, is to write the most amount of 
functionality into the least amount of 
code possible, following the ancient 
hacker tradition of reverence for el¬ 
egant programs. Tank programs sup¬ 
plied in the distribution vary from 20 
lines to 5600. 

Fans on feet 

Also in the old UNIX tradition is the 
wry wit spread throughout the source 
code and the tank programs; one option 
in the main program is to turn on color 
commentary which begins with ‘The 
fans are on their many little feets...’ 
This section of the code is called cosell. 
One of the tanks provided does nothing 
but taunt players with Eliza-like mes¬ 
sages (‘Tell me about yourself” or 
‘Why are you so aggressive?’). Eliza, 
for the uninitiated, is an old program 
written to imitate a human psychiatrist. 

Because programming tanks can be 
imposing to those unfamiliar with C, 
there are a large number of tank pro¬ 
grams pre-supplied with the distribu¬ 
tion, and there is an entire group of 
people known simply as ‘players’ who 
never program tanks on their own, but 
use other peoples programs or self-pilot 
their tanks. Generally anyone who has 
written a functional and competitive 
Xtank program calls themselves an 
‘Xtank programmer’ as a matter of 
pride (not to be confused with The 
Programmers - those who wrote the 
Xtank program itself). 

Vehicle design is much more intui¬ 
tive, but not any less sophisticated, than 
tank programming. The interface is 
mostly point and click with a few typed 
responses, but although it’s easy to 
design a tank, careful consideration must 
be put into the right combination of 
features, or the tank will be a failure. 

Amazing trace 

Design is a compromise between 
body size (and subsequently space avail¬ 
able), weight versus engine perfor¬ 
mance, heat generated by weapons, and 
other factors. Tanks come in many dif¬ 
ferent styles - there are 12 basic body 
types - and players may find unlikely 
combinations on the battlefield, like 
electrical motorcycles against huge fu¬ 
sion powered behemoths. 

A properly administered Xtank sys¬ 
tem keeps such unlikely matchups to a 
minimum, however, since there is 
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‘money’ in the game and a large vehicle 
will cost considerably more. Depend¬ 
ing on the mission objectives, a larger 
tank may actually win the battle but 
loose the war because of too much 
money spent. 

The battlefield is generally referred 
to as a maze, and again this is com¬ 
pletely configurable from within the 
program. A good maze design is as 
appreciated by the players as a good 
tank design. Mazes are made of several 
objects. There are standard walls, and 
walls that can be destroyed when dam¬ 
aged. 

There are Outposts, which will fire 
on any enemy vehicle (teams are distin¬ 
guished by color). Scroll squares will 
move a tank in the indicated direction - 
the only problem being that one can 
only see that direction when looking at 
the design of the map, not driving 
through it. The same applies to slide 
and slow squares, which are equivalent 
to ice and mud in effects on the tanks. 
Running into these squares, since they 
are invisible, can be quite frustrating to 
the neophyte player, unless the tank 
happens to be a hovercraft (which is 
unaffected by terrain). 


Frisbee disc 

The game itself can be played in 
several different ways, with different 
rules applying depending on the method 
chosen. Combat, the most basic scheme, 
is easy to understand - kill your oppo¬ 
nents. War is a variation of combat, and 
has a goal of controlling a certain per¬ 
centage of territory by being the last 
tank to move into it. Ultimate is liter¬ 
ally a game of Frisbee ultimate played 
with tanks. The object is to move the 
disc into the opponents goal (without 
being killed). The disk is controllable in 
several ways separate from the tank, 
and can be ‘thrown’ from tank to tank. 
Ultimate is very popular among net¬ 
worked players, and leads to fiercely 
competitive games. Capture starts with 
two discs, one in each teams goal. The 
objective is to end up with both discs in 
a friendly goal. Finally, Race has the 
simple objective of being the first tank 
to reach the goal. All games allow up to 
nine players through the network, ei¬ 
ther on teams or individually. 

In any of these games the player can 
elect to either have a program run the 
tank, or to pilot the tank manually. 


Manual control is complex and can be 
difficult even for experienced players, 
since in normal operation it requires six 
buttons (three on the mouse, three on 
the keyboard) plus the directional con¬ 
trol of the mouse cursor. With the 
mouse button one fires, two turns tur¬ 
rets in the direction pointed to by the 
cursor, and with three turns the tank 
towards the cursor. The turrets will 
automatically turn when firing, but this 
can take too long in critical situations, 
so mastery of the middle button is re¬ 
quired. On the keyboard, v accelerates, 
c comes to a stop, and x is reverse. Add 
to these keys the complexities of disc 
control in Ultimate (up to four more 
keys to worry about) and it can be seen 
why some players prefer to play com¬ 
pletely through programs. 

Cerebral arcade 

The display during the game itself is 
easy to understand yet conveys a fair 
amount of information. The primary 
window shows the player (always cen¬ 
tral in the display) with any surround¬ 
ing objects or enemies. Directly below 
is a brief summary of available com¬ 
mands, and to the lower right is a radar 
map of the immediate territory (if the 
vehicle is so equipped). To the right is 
a status indicator, showing armor lev¬ 
els, ammo left, and current speed/heat 
status of the vehicle. Top right shows 
the teams playing, and any commentary 
made by either the computer or other 
players. Players can send messages to 
each other throughout the game, either 
directly person to person, to their team, 
or to everyone. 

Xtank takes a simple concept and 
extends it into a complex and highly 
sophisticated game. Players can choose 
the cerebral challenge of programming 
a tank capable of beating human oppo¬ 
nents, or they can go for the arcade 
action of taking control themselves and 
blowing away their friends. The game 
is continually being updated with new 
features, and has its own discussion 
areas on UseNet which is indicative of 
its wide popularity in the UNIX com¬ 
munity. PC game manufacturers could 
learn a thing or two from a product with 
such depth and game play, especially in 
the pricing department. How many 
average games have been released for 
the PC this year in the $40-$70 price 
range, with minimal returns in play 
time? Xtank is free, and many players 
get hours of play out of it every week for 
years. □ 
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THIS OPPONENT IS PROGRAMMED 
TO BE CHALLENGING. 



(\jhcjs 0*4. 


If you think you’re good at games, then let’s have some 
real fun. When you're online with GEnie® Multi-Player 
Games, you’re playing real people, in real time. Some of 
the best players around the world, o Splash a bandit in Air 
Warrior®, and you’ve just taken out eight other guys, who’ll 
be back gunning for you. Blast a MechWarrior* in MultiPlayer 
BattleTech™, and who knows? Could be that jerk from the 
coast. Could be a mercenary who’s looking for a few good 
friends. □ With GEnie, the possibilities are endless, the 


people are terrific, and even the prices are competitive. So 
put some new life into your joystick, and sign on. We’ll see 
just how good you are. □ Sign up now: I. Set your modem 
for half duplex (local echo) at 300, 1200 or 2400 baud. 
2. Dial toll free — 1-800-638-8369. Upon connection, enter 
HHH 3. At the U # = prompt, enter XTX993I8, Galaxy 
then press RETURN 4. Have a major credit card or your 
checking account number ready. □ For more information 
in the U.S. or Canada, call 1-800-638-9636. 



AIR WARRIOR' 


MULTIPLAYER BATTLETECH™ 



STELLAR EMPEROR™ 


GEnie 

multi-player games 

100% ORGANIC OPPONENTS 




corporation 

Air Warrior Is a registered trademark and Stellar Emperor is a trademark of Kesmai Corporation. MultiPlayer BattleTech is a trademark and MechWamor and BattleTech are registered trademarks of FASA Corporation. 
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Dive down an island canyon as blasts buffet your bi¬ 
plane and you head toward your landing strip —a speeding 
train! Trade your stunt pilot's stick for a megaphone and 
direct the action from the ground, a 
moving vehicle, even the air. Edit the 
explosive footage you've filmed with 
the thunder of sound effects, music 
and voice-over’ in the post-production 
studio. 

Do it all. 

Fly. Film. Edit. Or just watch it all un¬ 
fold. It’s up to you. 

Stunt Island is a flying and film- 
making paradise. With more than 45 
dynamically-correct aircraft, 30 diverse 
shot locations, 1,000 pre-built props 
and eight cameras at your disposal. All made graphically 
real through advanced Gouraud shading in 256-color VGA. 
All at your command. 

~S O F T W A " R £ 


STUNT ISLAND 

The stunt flying and 
filming simulation 


TO ORDER: Visit your 
software retailer or call 
1 - 800 - 688 - 1520 . 


Published by Walt Disney Computer Software, Inc 
500 S Buena Vista St.. Burbank, CA 91521-6385 
For IBM and 100X compatibles 
Actual VGA screen shots 
* Sound Blaster card and microphone required 
© DISNEY 
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A 

Class: CUN Enterprise 

Length: 335 meters 

Displacement: 75700 tons 

Damage Points: 1378 

Maximum Speed: 35 



This ship can claim several firsts: first nuclear powered surface 
warship# first nuclear powered carrier# largest ship in the world (when 
built# it has now been outweighed# but it is still longer than 
Nimitz/Roosevelt class). Like the Long Beach# this ship has gone through 
some changes in its 30 year career. Orginally it carried a M bi11board" 
planar array air search radar; that was replaced in a refit with SPS 48 and 
SPS 49. It has several big advantages over oil burner carriers; space 

normally used for fuel oil can carry more avgas and bombs# the pilots don't 
have to fly through stack gases to land their aircraft# and nuclear power 
means it can steam at flank speed indefinitely without having to refuel. 

This last item is somewhat watered down these days as there aren't enough 

CGNs to escort every CUN. Not much advantage going places if you left your 
escorts behind because they had to refuel. 
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Present Course and Speed 

S ince its’ 1989 debut in computer form, the modem 
naval warfare simulation Harpoon has continued 
to grow in popularity and scope. Three-Sixty 
Pacific’s Harpoon is based upon the paper and miniatures 
wargame design by Larry Bond, a best-selling author and 
naval analyst. There have been several follow-on prod¬ 
ucts in the form of BattleSets containing additional sce¬ 
narios from various regions of the world, and a Scenario 
Editor that enables users to design and create their own 
scenarios. 

New scenarios are now available with the release of the 
Harpoon Designers’ Series (HDS) which creates en¬ 
hanced versions of the original four Harpoon BattleSets. 

A major upgrade for both the PC and Macintosh versions 
of Harpoon has also been completed that includes a new 
and more realistic modeling of sonar and weapons sys¬ 
tems. The upgrades are include with the purchase of the 
Harpoon Designers’ Series or may be ordered directly 
from Three-Sixty Pacific. 

Efforts are now underway to create Harpoon II, an all- 
new simulation that will take advantage of the increased 
memory and capabilities of today’s computers to produce 
even greater realism. The Harpoon development Team at 
Three-Sixty Pacific is currently engaged in the design 
phase of the project. Many of the features being consid¬ 
ered in the design of Harpoon U have come from the 
suggestions and comments of Harpoon users. 

Definition of a Harpooner 

With all this Harpoon activity afoot it is important to 
recognize that unique individual; the Harpoon user, or 
Harpooner as they are often called. What type of person 
plays this simulation? The majority are males who vary in 
age from about 14 to 60 and come from a wide background 


All Engines 
Ahead Full... 


of occupations and professions. Many are students, mem¬ 
bers of the armed forces, doctors, lawyers, educators, and 
even a few computer programmers. They hail from the 
United States, Canada, United Kingdom, Germany, Aus¬ 
tralia, Sweden, Netherlands, Israel, Spain, New Zealand, 
France, Hong Kong, South Africa, and just recently, Rus¬ 
sia. Most Harpooners are very serious and studious about 
the accuracy and complexity of modem naval warfare and 
insist that Harpoon be precise and realistic. Harpooning 
can be a serious way of life for some folks. 

Many Harpooners are inflicted with what is know as 
Harpoon Compulsion Disorder or HCD for short. The 
symptoms are obvious: 


Three-Sixty 
Pacific’s Carl 
Norman sets the 
course for 
Harpoon's future 


• Long hours in front of a Computer Harpoon screen 

• A total disregard for the save game feature 

• Upgrading a computer system just to play Harpoon 

• Constantly mumbling ‘Just one more airstrike and 
I’ll turn it off...’ 

• Consider the destruction of a platform to enemy 
action as a personal loss 

• Referring to aircraft, ships, and submarines as 
“platforms” and constantly talking with the use of 
acronyms (i.e. OTH, TASM, TLAM, AAW, ASW, 
ASuW, and AEW) 

• A sudden interest in TV programs such as Wings , 
Firepower , and Carriers 
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PTable at your local software retailer or direct from mew world at 1.800.325.8898 (OR 1.818 999.0607 OUTSIDE US.) PO. BOX A302 HOLLYWOOD, CALIFORNIA 900/8-4302 

’tlWU(^» 9 WNt\VV\lJRL 0 aJM^mNr.lNC * SPAaVAATO MOMS A TRADEMARK OF OQMTW.JNOER LICENSE m NEW WORLD COMPlfTlMf, M Ml\VV\0«10(OMPJT»HGISAWWSnHtDmAOF.MABhOrttVVVM]«lDlUMPiTMl(. IMC IflM SCREENS SHftVN ACTiJAL V-RCEMS MAY VARY 
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Admiral Kusnetsov 
Admiral Kusnetso 
20 kts Course 

i: 0 /. 

: Landed^ 29 Read' 


Name: i 
Class: 
Speed: 
Damage 
Planes 
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[Flu11 Report 
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This condition was first diagnosed by the wife of one 
Harpooner who determined that HCD can only be treated 
with more scenarios, a faster computer, and a subscription 
to the U.S. Naval Institute’s journal Proceedings. A sup¬ 
port group for Harpoon widows is being considered. 

Get a HUG 

There is an established Harpoon Users’ Group with 
hundreds of members that publishes a quarterly newsletter 
and operates a Bulletin Board System that allows Har- 
pooners to upload their scenarios created with the Scenario 
Editor. Members may download these user-created sce¬ 
narios from the BBS library. Discussion on strategy, tac¬ 
tics, scenario design, weapons systems, and world events 
takes place on the BBS message area. The Harpoon Sce¬ 
nario Warehouse BBS is located in the New York City 
area and can be accessed by calling 516-829-2557 via 
modem. The BBS supports up to a 14,400 Baud rate. 
Information about the Harpoon Users’ Group can be ob¬ 
tained by sending a self-addressed, stamped envelope to: 

Harpoon Users’ Group 

P.O. Box 5138 

Bryan, TX 77805-5138 

Harpooners can also be found on all of the major infor¬ 
mation services (CompuServe, GEnie, Prodigy, America 
On-line, and Internet. The file libraries of these informa¬ 


tion services also contain user-created scenarios while 
Harpoon topics continue to be discussed daily on the mes¬ 
sage boards. 

Designer battles 

The new Harpoon Designers’ Series provides the 
Harpooner with up to 48 new scenarios with additional 
platforms and countries represented. The installation rou¬ 
tine for HDS creates an enhanced version for each of the 
previous BattleSets the user currently owns. Each of these 
enhanced HDS BattleSets contains 12 scenarios that were 
written by selected scenario designers that were recruited 
from the ranks of Harpooners for their scenario design 
expertise. 

The HDS scenarios take current events into consider¬ 
ation and reflect changes to the world including the fall of 
the Soviet Union and the current crisis in the former Yugo¬ 
slavia. Many of the new scenarios have countries repre¬ 
sented that were not present in the original BattleSets such 
as Sweden, Bulgaria, Canada, and Germany. A Scenario 
Manual is included that contains background and design¬ 
ers’ notes for each of the 48 new scenarios. Scenario or¬ 
ders are present in message text Format similar to what 
actual military units use to pass information and orders. 

The HDS BattleSets provide the scenario designer with 
a larger selection of platforms to include in their designs. 
Hundreds of additional ships, aircraft, and submarines are 
included in the BattleSet resource files. The scenario 
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designer is no longer restricted as to which platforms can 
be included on either the Red or Blue side. Now, task 
forces can be created with any combination of platforms 
imaginable. This new capability enables the scenario 
designer to create ‘what if scenarios. 

Imagine creating scenarios that speculate joint opera¬ 
tions between the Commonwealth of Independent States 
and the forces of NATO against a common threat. Sce¬ 
narios can now explore the potential strife amongst the 
former Soviet Republics. 

Old Code New Tricks 

The latest upgrade to Harpoon for the PC is version 
1.3. This has a new sonar model that more realistically 
represents the capabilities and limitations of modem so¬ 
nar. Missiles and torpedoes are now modeled more accu¬ 
rately with each weapon having its own terminal guidance 
system represented. Players are now forced to pick the 
correct ordnance for each target. Defense of bases and ship 
groups by Surface-to-Air Missiles now requires that the 
defending units illuminate the incoming threat with radar, 
otherwise the defensive systems can not engage targets. 
Ship formations now have greater significance in a groups 
survival. 

If attacked by enemy fighters, strike aircraft inbound to 
a target without proper fighter cover will now jettison 
ordnance and return to base. The aircraft endurance model 
has also been improved to more accurately represent the 
effects of altitude, payload, and speed on fuel consump¬ 
tion. 

User-created scenarios can now be loaded directly from 
the BattleSet selection screen, eliminating the previous 
requirement of having to start a BattleSet scenario in order 


to load a user-created scenario. Text files containing sce¬ 
nario orders may now be read directly from within Har¬ 
poon . 

The Macintosh upgrade, version 1.2, has the new sonar 
model and improved weapons modeling. The new Mac 
color upgrade for version 1.2 now works on the 12 inch 
Macintosh LC monitor, unlike the previous color version. 

A Course for New Waters 

One of the primary considerations for Harpoon II is 
more realism with additional features. There has been a 
great amount of demand for additional features to Har¬ 
poon from the users. Here are some of the features and 
that are being considered for Harpoon II: 

• New and Improved Interface 

• 256 Color Graphics 

• Improved Artificial Intelligence Opponent 

• Modem Play Capability 

• Aerial Re-fueling Capability 

• Logistics Modeling 

• Neutral and Unknown Contacts 

• Mining and Counter-mining operations 

• Realistic Strike Planning 

These are just some of the many considerations that the 
Harpoon development team are studying. It is important 
to point out that it is early in the development cycle and 
the final list of features has yet to be determined. The 
input from Harpoon users has been very helpful and one 
of the challenges being faced is deciding which features to 
include in the final design. Harpoon II has an expected 
release date sometime in late 1993. □ 
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RAILROAD 

TYCOON 

WHEN YOU 
SUBSCRIBE TO 



CALL 800-283-3542 


"The designers of this simulation have done their homework and have 
provided anyone who fancies railroads with a chance to make their dreams 
come true." Model Railroader 


"...clearly one of the best simulations of any type - indeed, one of the best 
games in general - to appear in a very long time." PC Strategy Guide 

"...here’s a nomination for computer game of the year... It's one product that 
is definitely right on track." Chicago Tribune 

Overall Game of the Year; "... a lifetime of gaming in one product... CGW's 
Game of the Year is rcognized because of its unique subject matter, excellent 
presentation, and exceptional game paly." Computer Gaming World 


"If not the best. Railroad Tycoon is certainly among the best computer 
games ever created..." Game Players 

"thoroughly engrossing... may well be the game of the year." Video Games 
& Computer Entertainment 

3 Yr 36 Issues USA □ $79 CANADA D$112 
2 Yr 24 Issues □ $56 □$ 79 

1 Yr 12 Issues □ $32 □$ 44 

RAILROAD TYCOON □ 3.5 disk □ 5.25 disk 

1 Yr 12 Issues FOREIGN AIR MAIL □ $ 82 

RAILROAD TYCOON AVAILABLE IN NORTH AMERICA ONLY 


Name 


Address 



City 

State 

Zip Code 

Card # 



Exp Date 

Tel 



US & Canada: Payment must be in US Funds. Vermont residents 
add 5% sales and use tax. Make checks payable to: Strategy Plus 
Inc., PO Box 21 Hancock VT 05748. Allow 4-6 weeks for processing, 
Visa & Mastercard accepted. 


HONEST REVIEWS 
TIMELY PREVIEWS 
CUTTING EDGE DESIGN NOTES 
DETAILED GAME HINTS 
IN-DEPTH STRATEGIC ADVICE 


Strategy Plus writers are hard-core gamers who give their honest 
opinion of games they have played at length. We give you the 
previews as soon as the information on titles such as Patriot, Star 
Trek: The Next Generation, Aces Over Europe, Warlords 2, and 
Might & Magic 5 is available. Game designers Chris Crawford of 
Patton Strikes Back, Dan Bunten of Global Conquest, Bruce 
Shelley of Civilization, Mark Baldwin of Empire Deluxe, John 
Almberg of Worlds at War and many others, bring you up to date 
as the design process unfolds. They share their design decisions 
with you, what’s in the game, what might be included and what’s 
been excluded. After the previews, design articles, and reviews we 
give you detailed game hints and complete walkthroughs for 
games such as Indiana Jones and the Fate of Atlantis, The Dagger 
of Amon Ra, Ultima 7 Black Gate, Wizardry Crusaders of the Dark 
Savant, and Might & Magic 4: Clouds of Xeen. The Perfect 
General, Civilization, Railroad Tycoon, Empire Deluxe, V for 
Victory, Power Monger, Great Naval Battles and similar games, 
get coverage with in-depth strategic advice. Computer Games 
Strategy Plus includes previews, reviews, design articles, game 
hints, and in-depth play advice for the newest IBM, Macintosh, 
Amiga, and CD-ROM based computer games. 
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Capture the Flag 


Hitting them on the break 

By John Harrington 


Designed by 

Richard Carr 

Shareware Pric e: 

$26 plus $3 shipping 
($5 overseas) from Carr 
Software, P.O. Box 
3919, Merced, CA 
95344-1919, USA 

Shareware version 
available on 
CompuServe and the 
following US Bulletin 
Boards: 

(414) 789 4210 Exec 
PC 

(209) 383 6417 Merced 
Wildcat 

(209) 725 8567 The 
Program Exchange 

Systems 

PC 

Supports _ 

Ad lib, Soundblaster, 
Mouse (only) 



Mouse 43,127 Screen 56,127 I 


W e used to call it ‘Run Outs' 
when I was a kid; that game 
where two teams of scruffy 
urchins maraud around fields and wood¬ 
lands in search of each other’s home 
base. A harmless enough pastime but 
not one I thought would be worth basing 
a computer game on. This game con¬ 
vinced me otherwise. 

To the woods 

As the title suggests, the idea is to 
capture the flag of the other player 
(computer or human). To do this each 
player deploys a small team of charac¬ 
ters, each of whom is evaluated for his 
or her Agility, Movement, Stealth and 
Vision, over a large playing field. The 
‘battleground’ consists of several ex¬ 


cellently rendered terrain types ranging 
from woodlands to flat grass, and these 
affect both line of sight and movement. 
In other words this is a typical tactical 
level wargame. 

What’s atypical about it is its poten¬ 
tial appeal to non-wargamers. Not only 
is the subject matter essentially non¬ 
violent, but also the interface is incred¬ 
ibly easy to use and there is no rule book 
- all pertinent information is provided 
on a tutorial and pop-up help menus. 

The screen display is divided into 
two windows, one for the map and one 
for the character control and status pan¬ 
els. The map window can be scrolled in 
any direction simply by moving the 
mouse to the screen edge. Alternatively 
a zoom-in option, a la Silent Service, is 
available for more rapid navigation and 


is effected by placing a cursor on the 
global overview map and clicking. The 
global map also has several other uses. 
For instance, whilst those parts of the 
playing field not yet discovered are 
automatically blacked out (as one would 
expect), it is also possible to black out 
those parts of the field not currently 
visible to team members even if they 
have been previous explored. This is an 
invaluable aid in plotting movement 
(do aircraft carrier simulations have 
this feature, 1 wonder?), as are the small 
question marks which feature on the 
map in the last known location of an 
enemy unit. 

Icon seek 

Inputting orders is ridiculously easy. 
First, move the cursor to the sidebar and 
click on a character icon. The main map 
will immediately zoom to that 
character’s current location whilst the 
sidebar will display the character’s re¬ 
maining movement points and other 
skill ratings. Secondly, move the cursor 
to that character’s desired destination 
and click. The computer automatically 
works out the quickest route, although 
sometimes it is preferable to choose an 
alternative route to avoid being seen. 

Usually each team will be divided 
into defenders and attackers. The at¬ 
tackers explore enemy territory while 
the defenders protect the flag which, 
once situated, cannot be moved. Al¬ 
though all the character skills are useful 
for both attacking and defending my 
attackers tend to have high movement 
factors (for exploring lots of territory 
and running away from pursuers) and 
reasonable stealth (to assist in sneaking 
past look-outs). Defenders need high 
agility ratings to capture opponents and 
good vision to spot enemies approach¬ 
ing. 

Captured characters have to return 
to their own territory and this may take 
several turns if they are caught deep in 
the opposition half. Although combined 
attacks are not possible, a succession of 
individual attacks will reduce the 
target’s movement factor on his or her 
next turn, thereby limiting their ability 
to escape. The earlier in the movement 
phase characters attempts a capture, the 
more likely they are to be successful, so 
it is important to limit the prey’s ability 
to run away. 

My only criticisms stem from the 
inflexibility of the set-up options at the 
game start. There is no opportunity to 
alter the computer’s choice of flag loca- 
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tion and neither is it possible to alter the 
skill profiles of the team members. 
However, 1 was only playing the 
shareware version of the game and it is 
possible that the full version of the 
software will address these problems, 
as it offers several other advanced fea¬ 
tures such as a map builder. 

Limbo 

Despite the absence of traditional 
whiz-bang wargame features like artil¬ 
lery, paratroops, or mutant camels. 
Capture The Flag offers a surprising 
number of tactical options which are, 
perhaps, more akin to football (aka 
soccer) than war. 

My own preferred strategy is to leave 
my best players in defence to capture 
opponents and then to launch a counter¬ 
attack whilst several opposition mem¬ 
bers are in limbo. This is known in 
football circles as ‘hitting them on the 
break’. 

Whilst I would not claim it is a game 
that will keep the player up until the 
early hours of the morning, it is one 
which will fill many a lunch hour. □ 



file Commands Help TURN 1 House 87,76 Screen 49,122 


Raron 


Press RIGHT BUTTON after moving the selection box 
over what part of map you want displayed OR press 
LEFT BUTTON to toggle the status display on and off. 

Status Display 

24 R~> Shows your team person's movement points 
left and the first letter of their name. Rppears 
1/2 inch to the right of the person. 0 0 — > Grey 
background indicates no movement points left. 


Radar Mode 


Target Select COMPATIBLE WITH: 


Available at: 
Egghead 


and 

Software 
ETC. Stores 


Sidewinder 


Amram 
Maverick 


Air Brakes 


Way Point 
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Chuck Yeager’s Air Combat 
Flight of The Intruder 
Falcon and Falcon AT 
Flare Battle Hawks 1942 
F117A Stealth Fighter 


Air Transport Pilot 
Wing Commander 
Their Finest Hour 


Secret Weapons 
A10 Tank Killer 
Jet Fighter II 
Flight Sim 4 
F14 Tomcat 
Falcon 3.0 
Red Baron 
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ThrustMaster INC. 

10150 S.W. Nimbus Ave Ste E-7 
Tigard, Oregon 97223 
(503) 639-3200 S WM 



k WEAPONS SELECT 
* THRUST CONTROL 
* WAY POINT SELECT 
k RADAR MODE CONTROL 
k COUNTER MEASURES CONTROL 


^ Dealer lnt l uiries Welcome WEAPONS CONTROL SYSTEM ^ 
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Become the Workhs Greatest Conqueror! 
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Plunge into a medieval world to 
conquer Cascatia, an untamed 
land of conquest & glory. Invade 
castles, fly over mountains, and 
use the forest to your advantage 
as you battle across the 
Cascatian Realm, to become the 
reigning king. Just about the 
best strategy and tactics game 
you will ever play. 


• NINE BEAUTIFUL SCENARIOS. 

• A RANDOM MAP GENERATOR. 

• UTILIZE BASIC HUMAN UNITS, THE 
FANTASY UNITS OR BOTH. 

• 21 LEVELS OF PLAY (STRONG Al). 

• MODEM PLAY. 

• COMPLETE GAME SCORING HISTORY. 

• RICH IN STRATEGY AND TACTICS. 

• SEVERAL FULL CAMPAIGN 
CONQUESTS. 


jpI ... 

The ‘‘Conquered Kingdoms” 
computer game is IBM PC and 
soon to be Amiga compatible. It 
can be obtained through your 
favorite retailer or ordered direct by 
calling: 

1-908-788-2799 

©1992 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 

Amiga is a trademark of Commordore. 
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T he theme of interstellar war¬ 
fare at both the strategic and 
tactical level continues to in¬ 
spire game designers the world over. 
The market abounds with good (and 
rather less than good) examples. Star 
Legions sits at the low end of strategy 
and the high end of tactics. 

Slag heap 

Star Legions puts the player in the 
role of commander of an invading space 
fleet. Planets are assigned targets which 
must be conquered using the resources 
available (except in extreme circum¬ 
stances, when reinforcements may be 
requested) in a set time. Promotion 
comes through achieving a consistently 
high level of success in carrying out the 
(increasingly difficult) assignments, thus 
adding a little role-playing ‘chrome’ to 
the proceedings. 

High Command allocates forces de¬ 
pending on its perception of the strength 
of the enemy, these forces comprising 
varying numbers of ships and troops. 
Those ships not carrying infantry are 
used, where necessary, to bombard en¬ 
emy cities as part of the ‘softening-up’ 
process, particularly on worlds with a 
medium-to-high level of technology, 
which will generally have force shields 
in place, making them impenetrable to 
ground forces. Cities may be bombarded 
into slag, but total destruction tends to 
reduce the likelihood of promotion, since 
the objective is to acquire operational 
planets, not glowing heaps of rubble. 

Heavy metal 

As cities are identified, troops are 
teleported to the surface to begin the 
invasion. The lightly-armed shock troops 
only may be teleported; warriors (the 
heavy brigade) need to be transported in 
troopships because of their extra equip¬ 
ment. The catch is that troopships re¬ 
quire a secure landing area to be con¬ 
structed, hence the requirement to send 
in shock troops to secure a suitable zone 
and construct the landing area. Depend¬ 
ing on the technical level of the planet 
under assault, this may or may not be a 
straightforward task. 

In the early missions the attack can 
be pressed on several fronts simulta¬ 
neously since the enemy’s forces will 
not be a major problem and completing 
the assignment in time is more of a 
problem (bear in mind this is a real¬ 
time, not turn based game). 

As missions are completed, the en- 


Star Legions 


Rumbles in real time 

By Mike Woodhouse 


emy will have access to regular army 
units (the equivalent of the invading 
warriors) and it will be necessary to 
beam down large numbers of shock 
troops in order to secure a bridgehead, 
then beam them up (and on to the next 
city) once the warriors have landed, 
leapfrogging from city to city until the 
planet is captured, all the while keeping 
an eye on the time remaining to com¬ 
plete the mission. 

Brushed steel 

Visually the game is striking - op¬ 
erations are carried out on six 640x480 
VGA displays, each of which repre¬ 
sents a command console for a particu¬ 
lar type of operation. A ‘brushed steel’ 
appearance is used throughout with con¬ 
siderable attention to detail, even down 
to the screws on the panels. Switching 
to another panel is accompanied by 
some smooth scrolling (although much 
of this type of animation can be turned 
off for slower machines). 

The commander is not responsible 
for ground-level combat at the tactical 
level: there is simply not enough time to 
concentrate on a particular area. Rather, 
troops are committed at a chosen loca¬ 
tion and are given instructions which 
dictate the combination of aggressive 
and defensive postures required. Once 
ordered, the units will proceed as or¬ 
dered. If the troops have a specific 
objective, such as constructing a land¬ 
ing pad on which the warrior cohorts 
can land, a message is received in orbit 
to that effect, in order that troopships 
can be dispatched immediately. 

The computeropponent defends with 
some skill, which is just as well as it 
doesn’t have the option of attacking. I 
can’t imagine anyone griping about this 
‘limitation’ as artificial intelligence (at 



least for 386 machines) has barely pro¬ 
gressed to the point where it could 
successfully conceive an attacking 
manoeuvre capable of defeating a 10 
year old. 

Empire strikes back 

Mark Baldwin has been around the 
recreational software business for at 
least ten years now. He was one half 
(with Walter Bright) of the duo who 
created the classic Empire, which dem¬ 
onstrated a deep understanding of the 
requirements of computer game design 
and programming. Empire was the first 
game to earn the ultimate accolade in 
the Woodhouse residence: the all-night 
session. (Since 1983, only three pro¬ 
grams have generated a similar level of 
obsession). 

Although I suspect that Star Le¬ 
gions may prove ultimately to be some¬ 
thing of a triumph of form over content, 
it should take an extended period of 
play to produce a decision either way. I 
expect the majority of players will thor¬ 
oughly enjoy expending the necessary 
effort that will be required to prove or 
disprove my suspicion. □ 


Designed by 

Supernova Creations & 
Mark Baldwin 

Publ ishe d by 

Mindcraft Software 

Systems 

PC 

Graphics 

EGA, 640x480 VGA 

Supports 

Most soundcards, 
mouse 

Note s _ 

The original name of 
this game was Legions 
of Krella as was 
previewed as such in 
issue 24. The title was 
subsequently changed 
for legal reasons 
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Several dudes 
holistic gaming 


Challenging Artifical Intelligence 
(9 levels of difficulty) 

Air, ground and naval combat 
22 different units to construct 
Modem play 

Over 20 beautiful worlds to conquer 
Complete player history 
Dynamic scoring system 
Campaign play 


The “Battles of Destiny” 
computer game is IBM PC. It 
can be obtained through your 
favorite retailer or ordered direct 
by calling: 

1-908-788-2799 

© 1992 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 


Conquer the world in “Battles 
of Destiny.” Seek out and 
destroy up to three 
opponents in this state of the 
art global conquest 
simulation. It’s simple to play, 
but only a true master will 
reign in “Battles of Destiny.” 


















For The First Time Ever, You Command It All! 


Finally! In Gary Grigsby’s PACIFIC WAR, 
the entire Pacific Theater of operations is at your 
command. Never before has there been a strategic 
war game of such massive scale. On all fronts— 
land, air and sea—you are in control ... 

As either the Allied or Japanese Supreme 
Commander, all land forces from battalions to 
divisions—air forces in individual squadrons—and 
naval forces of individual ships await your orders! 

From the Aleutians to Australia, from 
Burma to America’s own West Coast, 


PACIFIC WAR delivers nothing less than a truly 
monumental simulation of the entire Pacific War. 
You will change the course of history ... 

Features 

• 10-100 hours playing time for 1-2 players 

• Strategic simulation of WWII’s entire 
Pacific War 

• 3 play levels of human and computer 
involvement 

• 5 campaign games and 2 scenarios 



To Order: Visit your retailer or call SSI Direct Sales: 408/737-6800. 

To receive a catalog, send $1.00 to SSI, 675 Almanor Ave., Suite 201, Sunnyvale. CA 94086 
©1992 Strategic Simulations, Inc. All rights reserved. 
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Designed by _ 

Tim Wisseman 
Shareware 

Systems 

PC 

Graphics _ 

VGA only 

Supports 

Mouse, Keyboard 

Players 

Ml 

Availability _ 

The shareware version 
costs $5 and the 
registered version costs 
from $10 from: Tim 
Wisseman at PO Box 
204, North Fork, CA 
93643, USA 


V GA Planets is a Play By File 
Exchange space combat game, 
the theme and gameplay be¬ 
ing in the tradition of SSG’s Reach for 
the Stars. There are 11 player races 
each with a different set of starship 
hulls available to it. The documentation 
implies that the races behave differ¬ 
ently in combat, but I have not been able 
to verify this. There are no victory 
conditions built into the game, so the 
players and gamemaster are free to 
decide when the game is over. The 
designer suggests that the end be called 
when it looks like one player is doing 
substantially better than the rest. Scores 
accumulate for building ships (more for 
capital ships), capturing planets, and 
building Starbases. Starbasescostalot 
of supplies and minerals, which will 
need to be shipped to the planet in order 
to get the base built. 

Planetary economy 

Each planet has a type (arctic, desert, 
or temperate) and minerals in varying 
amounts. The type determines how eas¬ 


ily people live on the planet with tem¬ 
perate planets having the most favor¬ 
able living conditions. The minerals 
can be mined, and are needed to build 
spaceship components. Factories can 
be built which allow the creation of 
supply units, necessary for colonizing 
and also sellable. Colonists and natives 
on planets can be taxed, gaining 
megacredits needed to build spaceships, 
weapon systems, and defenses. 

Starships are built at starbases. The 
starships can carry cargo, including sup¬ 
plies, colonists and minerals. There are 
fourdifferent tech levels at each starbase. 
The tech levels range from 1 to 6 in the 
shareware version of the game, and 1 to 
10 in the registered version. One tech 
level is for hulls, one is for engines, one 
is for beam weapons and one is for 
torpedoes. The tech levels can be mixed 
and matched on a ship without penalty, 
and in fact doing this takes advantage of 
high tech engines without committing 
to high tech weaponry. It’s much more 
important to be able to explore quickly 
at the beginning of the game than en¬ 
gaging in warfare. It costs a lot of 


megacredits to go up in tech levels, the 
higher the level the more it costs. 

Sub standard 

Each hull is unique for each race 
(although some races use the same hulls 
as other races) and designed for a spe¬ 
cific purpose. Some hulls have lots of 
room for fuel and cargo, while others 
have torpedo launchers and fighter bays. 
There is no current way for anyone to 
design new ship hulls, but it’s certainly 
a thought for a later upgrade. 

The standard weapons on a ship are 
beam weapons (lasers and phasers). 
Most ships (except freighters) can carry 
them. Ships that expect to fight will 
have torpedo launchers, which aim and 
arm standard torpedoes, and/or fighter 
bays. Ships with fighter bays are called 
carriers, and the fighters can defend the 
ship, starbase or planet. 

Each ship can perform one of eight 
missions including exploration, patrol, 
defense, kill, transportation, coloniza¬ 
tion, tow, and intercept. A ship can be 
either in orbit around a planet or in deep 
space between the planets. When look¬ 
ing at starcharts, others’ ships can be 
seen too. 

Speed is determined by the warp 
factor set. The efficiency of an engine 
(ie how much fuel it uses for a given 
warp factor) depends on the engine tech 
level. The higher the tech level, the 
more efficient the engine. 

Action stations 

Action in the game is simultaneous. 
The VCR combat between ships is re¬ 
ally spectacular and quite satisfying. 
Ships can be damaged and then towed 
by either a friendly ship or an enemy 
ship (captured). There is no known 
algorithm for ship combat, but ships do 
have shields which absorb shots com¬ 
ing from other ships. At the beginning 
of the game, unless a player is stupid or 
desperate there is not much combat, 
since there are a lot of planets to ex¬ 
plore, and each home planet has stan¬ 
dard defenses and is easily protected. 
Fights will commonly break out over 
tasty looking planet that more than one 
race has found. A ship can be with¬ 
drawn from combat or another ship can 
join in on either side. 

Messages can be written to each 
player. Alliances are easy to make and 
can be meaningful, since allies can ex¬ 
change fuel and torpedos via starbases. 
Each ship and starbase is assigned a 
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code. If another race has this code when 
at the starbase the exchange is made. 
Ships can also be assigned primary 
enemies, meaning that they shoot that 
enemy anytime they are within range. 

All exchange 

The game is meant to be run by file 
exchange via disk. BBS. online system 
or at the same computer. The files are 
tiny (the biggest Fve seen is 8k bytes), 
so that if players are playing on one of 
the systems that charge for online time, 
there shouldn’t run be much of a bill for 
playing. The turns are fast to input and 
the interface is excellent. Help is avail¬ 
able at all times, and the same keys 
work the same way, no matter what the 
screen. 

This is an excellent game for the 
money. The interface looks as good as 
some commercial strategy games while 
playing against other people instead of 
the computer will be very challenging 
for most gamers. The galaxy is large 
(500 planets), but because of distance 
the playable galaxy is much smaller. 
Expect lots of interaction early on. □ 




HOW TO ORDER: 

Available wherever great computer games are sold, 
or call: 1 - 800 - 635-2425 

Mon-Fri, 9am*4:30pm CST - with VISA/MC7AMEX 
Requires VGA graphics, 640K and a Hard Drive 
Apple Macintosh version available soon. 


TACKLE THE BEST 

Computer Football like you’ve never seen it! 

Explore the exciting and physical world of professional football at 
its finest. Turn on the heat with an offensive attack that showcases 
your best personnel, then dare your opponent to get through a 
defense that blitzes and stunts at every opportunity. Play up to 
fourteen games at the same time as you 
coach your team to the Super Bowl! AN ALL NEW i 

The PREMIUM EDITION includes: CHALLENGE 

• All 28 NFL teams 

• Sophisticated Offensive and Defensive playbooks 

• Best simulation model available - includes the Run & Shoot! 

• External Stats Compiler and full League Support 

• Digitized Sound Effects 

• Choice of Human or Computer opponent 

• Weather conditions, multiple game injuries, and much more! 

NFL Challenge™ PREMIUM EDITION sets the standard all 
computer football games are measured against! TAKE THE 
CHALLENGE ... Grab your playbook and HIT THE HELD! 


©1992 XOR CORPORATION 
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Bruce 

Schlickbernd on 
strategy and 
tactics in 
Mindcraft’s 
Siege 


S iege is a tactical game of castle assault and de 
fense set in the fantasy world of The Magic 
Candle, Gurtex. Accurate elven archers, stubborn 
dwarves, masses of ores, heroes good and bad, deadly 
wizards, flaming oil, siege towers, and powerful 
elementals are at one’s command. The greatest challenge 
is on the attack. What follows are hints on strategy and 
tactics for a successful assault on a castle. 

Initial strategies 

Either side has a very limited amount of their total 
forces active at any given time. If a unit is slaughtered, 
another one can take its place. A breakthrough at the walls 
gets a player into the castle, but swift reinforcements pre¬ 
vent a route and the game develops into a see-saw battle of 
attrition. Therefore, players need to minimize their own 
losses and maximize the defender’s. To accomplish this, 
local superiority is needed. The defender spreads its forces 
over the entire castle and will try to maintain troops at key 
points until its flag is threatened. The initial assault should 
be limited to the wall closest to the attacker’s camp. This 
accomplishes two goals: reinforcements can arrive swiftly 
to exploit opportunities and plug holes, and the attackers 
can be concentrated on a small area in an attempt to over¬ 
whelm the opposition. 

Pause the game frequently! The computer can look 
everywhere at once, the human attacker can’t. Look 
around and try zooming out to a wider view. The computer 
defender likes to send small, hard to spot units after ar¬ 


chers, siege weapons, and wizards. Units under the control 
of the player will often break or accomplish their goal and 
then return to camp unexpectedly. Attacking or defending 
an area, rather than targeting an individual units helps 
combat the latter. 

Melee units are best around twenty or thirty individuals 
in size. A useful tactic once inside castle walls is to split 
off into smaller groups. These can pursue enemy missile 
units or block flanking attacks. This is far quicker than 
calling up another unit from camp. 

Clearing the Walls 

If there are moats or ditches, mobile bridges should be 
laid down first in two or three places. Don’t place them 
everywhere - the defender likes to sally and melee attack¬ 
ing missile troops. Leave impassable areas with narrow, 
easily defended alleys. Small units with good armor are 
useful for holding these alleys. 

Tactics for clearing the walls of defenders depends on 
what is perched up there and how it matches up against 
the attackers. If longbow armed troops are available, stand 
out of range of the defender’s missile troops and feather 
them. Don't put up ladders yet! The defender will use 
these to leave the castle and melee the attacking missile 
troops. Care must be taken to station well-armored troops 
between the castle’s main gate and the assaulting forces to 
intercept sallies. Watch for these by using the mid-view 
map setting so the whole front can be scanned at once. 

If the defender’s units have greater range than the 
attackers, then it is best to make a combined arms assault. 
Raise ladders near the defending archers and target them 
with melee troops. While the defenders are engaged in 
melee, they will not fire. Bring up missile troops and 
target the same unit. This will swiftly break most missile 
troops. 

Another tactic than can be used to complement this, or 
be used in place of it, is to use catapults with flaming oil. 
Care must be taken to stay out of longbow range. A few 
hits can quickly decimate a large, concentrated unit Use 
the attack command, and specify the center of the unit (as 
few as four or even one space). Blue wizards follow pretty 
much the same advice, though they tend to be more accu¬ 
rate and can have a slightly larger target area. 

Inside the gates 

Once the opposing missile troops have been thinned 
out or neutralized it’s time to get serious about getting 
inside the castle and staying there. There’s three ways to 
accomplish this: climb ladders, assemble a siege tower, or 
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THREE SIXTY PAOFIC 
2105 5. BASCOM AVENUE, 
CAMPBELL, CA 95008 
40S-BW-9U4 


T heatre of War™ is a totally engrossing synthesis of surrealistic chess and a real-time 
strategic simulation. You control one of three warrior sets - Medieval, The Great War 
and Contemporary - in a SuperVGA, 256 color "living" world of warfare. 

March across a pulsating battlefield into the teeth of a relentless enemy. Plant 
mines, plan strategy, then prepare for attack. Tanks rumble over the 
horizon. Shells rip through the storm clouds. The moans of the 
wounded echo in the undulating valleys. Your merciless opponent is 
both brilliant and cunning. Decisions must be made in split seconds * / 

or your forces will be overrun. J 

Strategy, combat and conquest. That's Theatre of War. Or as 
Steve Wartofsky from CompuServe's Electronic Gamer puts it, "the 
most original and refreshing game design I've seen in a long while." 

To order: see your favorite software retailer or call 409-776-21 87 
Reader Service No. 65 
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knock down the main gate. Climbing ladders is the easiest. 
Set them across two or three openings in the crenelated 
wall sections where a unit currently isn't defending. Ar¬ 
chers shoot where the unit is, not where it is going, so 
dashing in and out is fairly safe so fairly small engineer 
units work. If troops can be spared, have small units de¬ 
fend the ladders so they can’t be easily destroyed or used 
by the defender as attack avenues against besieging ar¬ 
chers and wizards. Siege towers work pretty much the 
same as ladders except they are harder to destroy and 
shouldn't be attempted until the area has been cleared of 
missile troops. The battering ram adds a nice bit of color, 
but since troops can be moved as swiftly up narrow lad¬ 
ders and rickety towers as through the main gate, it isn’t 
really necessary. 

Again, keep the front restricted - if the computer oppo¬ 
nent has troops stationed all over the walls, let them be 
unless they arc missile troops within range. If so, those can 
be cleared out by splitting off small groups from units 
already inside the castle. Once inside the castle, the game 
can be a real meatgrinder. The avenues of attack are often 



restricted and large units wasted. This is the time to start 
moving in more of the elite troops. It is crucial at this stage 
to neutralize the opposing missile troops as swiftly as 
possible while stationing your own safely but within range 
to support your troops engaged in melee. Spiders are use¬ 
ful at getting at missile troops hidden behind walls. 

If the defenders are in large, dense units, flaming oil 
and fireball-throwing wizards can be used to maximum 
effect. Always save a few of these for this task. 

Blue wizards and their dark counterpart, Jerrahs take 
special care. Both can quickly destroy massed enemy 
troops. Both are extremely fragile and explode spectacu¬ 
larly when killed. Be prepared to follow the progress of 
either closely since the computer defender will go all out 
to destroy them. Detailing a unit to escort these magicians 
is prudent. If an enemy missile unit is nearby, either stay 
out of range, or maneuver another unit closer to draw the 
fire. 

When facing either of these magician types, kill them 
as quickly as possible! The computer will usually save 
these until the castle’s flag is threatened, then out they 


come blasting friend and foe alike. Split off units to attack 
them, direct missile fire in their direction, or (my favorite) 
send in oil-bearing suicide squad engineers. If these die 
next to the wizards, their spilled oil often sets off a truly 
dazzling chain reaction of exploding wizards! 

Once the main courtyard has been cleared, set a unit to 
defend the space around the flag and send in a squad of 
engineers (escort them with elite troops if possible) with 
the flag. Flood the area around the flag with as many 



troops as possible (assuming any blue wizards or jerrahs 
have been dealt with) and weather the storm until victory 
is achieved! 


Special tactics, 
and final thoughts 

Missile troops aim at the current location of a unit - 
they don't ‘lead* the target. It is easy to march a unit back 
and forth to draw fire and never be hit. This requires a fair 
amount of personal attention, but is great for wasting the 
opponent’s flaming oil supply. Conversely, a wizard can 
be brought quite close and dodge short distances and fire 
once before dodging again. An opposing missile unit can 
be worn down in this fashion. 

Engineers carrying flaming oil set off chain reactions 
when they die. The oil they were carrying spills, killing 
the next engineer and subsequent neighbors. Target enemy 
units with flaming oil immediately in an attempt to set off 
this type of reaction. Conversely, don't make catapult units 
with masses of oil-bearing engineers. Have units of five or 
so engineers join the catapult unit. When the oil is used 
up, split off the excess engineers, return them to camp, and 
bring up five more with oil. By cycling the engineers in 
this fashion, chain-reaction losses can be minimized. 

The most important tactic is to bring as many troops as 
possible to bear on an opposing unit as possible while 
screening the rest. Always use ‘combined arms' - support 
melee troops with missile troops. If there isn’t room in the 
narrow confines of a castle, bring up available troops as 
close as possible so they can be thrown into the line or 
defend the avenues into the castle. Don’t expect to sweep 
the defenders away in the first assault - the large stockpile 
of reserves rewards a methodical, conservative approach. 

Siege rewards clever play and punishes mistakes. 

These are strategies and tactics that I have found to work, 
but by no means are they the final word. The joy is in the 
experimentation and setting increasingly more difficult 
challenges for oneself. □ 
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CARMENS 
n ACTION 


Gerry Dorris 
replays the 
Battle for 
Midway in SSG’s 
Carriers at War 


C arriers at War by the Strategic Studies Group is 
a game focusing on World War II fleet carrier 
operations. The game includes six separate sce¬ 
narios plus a variant for each scenario covering the major 
confrontations between the Japanese and US forces in the 
South Pacific. 

The following describes typical game play during one 
of the scenarios: The Battle for Midway. The decisions 
made are not intended to be the ‘best’ solutions nor will 
faithfully following them in another game result in the 
same outcome. There is enough variation during play (eg 
whether a bomb or torpedo hits its target) to completely 
change the remaining game. However, Carriers at War 
has a surprising amount of depth and attention must be 
paid to details for consistent results. 

For those not familiar with South Pacific battles the 
manual for Carriers at War contains a superb overview 
of the actual events. The Japanese were considered invin¬ 
cible until the Coral Sea encounter. Although arguably a 
draw it was a major disappointment for the Japanese. In an 
effort to regain momentum and draw out the US forces for 
a decisive victory the Imperial Japanese Navy (IJN) de¬ 
cided to amass their forces and invade Midway Island. The 
US would never tolerate a Japanese base so near Pearl 
Harbor and would be forced to attack. The greatly over 
matched US forces would be annihilated! 

It is not widely known but the US had broken the Japa¬ 
nese message codes and were able to read over 90% of the 
‘secret’ messages. Obviously, this was an incredible ad¬ 
vantage. The US knowing that Midway was about to be 
attacked hurriedly pulled together a naval task group cen¬ 
tered on the three available US carriers: Yorktown, Enter¬ 
prise and Hornet using nearly any ship that could float. It 
was an all or nothing endeavor for the US. A loss would be 
disastrous for either side. 


On the evening of June 3, 1942 an outnumbered US 
task group was several hundred miles to the north east of 
Midway Island preparing to counter the might of the UN. 
Thus the stage was set for the Battle of Midway! 

June 3, 1942 2100 hours 

My objective is simple enough. Stop the Japanese 
invasion of Midway. As Commander of the naval and land 
based forces I decide to have a situation re view...I wish I 
hadn’t! Intelligence reports indicate that I am facing the 
pride of the UN. There will be four undamaged fleet carri¬ 
ers plus two light carriers. They are supported by 3 battle¬ 
ships, four battle cruisers and ten heavy cruisers! Their 
fleet is also amply supplied with light cruisers and destroy¬ 
ers. 

My naval Task Group consists of my two fleet carriers: 
the Enterprise and the Hornet plus two heavy cruisers. I 
have a secondary cruiser Task Force with three additional 
heavy cruisers. Another Task Force centered on the still 
damaged Yorktown contains two more heavy cruisers. 
There is also a small collection of destroyers and support 
ships. On land I have a scattering of planes at the Midway 
airfield plus some bombers that can be spared from Pearl. 
It seems a pitifully small force to stop the ‘invincible’ 
Imperial Japanese Navy! I’m resigned that my forces will 
suffer heavy losses. 

There are also 11 allied subs in the area but they are 
not under my command. 

I have no idea how many IJN subs are deployed but I 
ignore them since I can’t do anything about them in any 
case. I just hope I don’t run into one and have a carrier 
sunk! 

Even the weather is against me! I find that I am in the 
clear but a storm front is to the north west of Midway 
covering the approach of the UN. Hopefully this will 
change before dawn since my entire strategy is based upon 
surprise. My forces must remain hidden long enough to get 
within range of the enemy carriers and make at least one 
crippling strike. 

June 4, 1942 00:10 hours 

My first good news! The weather to the north west of 
Midway is clearing. The front is heading in my direction. 
Perhaps I will be able to keep my forces hidden? 

I decide to join all my naval forces in one large unit. 
Hopefully the maneuver will provide more air and flak 
protection. It may also distribute an enemy attack among 
more targets and spare a carrier??? 

I can’t decide on speed. Should I run at 30 knots and be 
sure of being in range, perhaps overrunning the enemy, or 
continue at 15 knots and not be in strike range? If located 
quickly my forces simply cannot withstand a consolidated 
enemy attack. 1 decide to continue on at 15 knots. This is a 
decision that will trouble me for the remainder of the 
battle. 

June 4, 1942 05:00 hours 

I decide to increase speed to 30 knots and change 
course slightly to west south west to try and reach the 
storm front. Midway is clear. I also order all fighters on 
Midway to prepare for an emergency CAP (combat air 
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Or any other time you feel like play¬ 
ing a round of golf. All you need is a PC and 
Microsoft’ Golf for Windows? 

Using new Golf is prac¬ 
tically like being right out on 
the course itself. We’re talking 
heavy-duty realism.The feet is, 
you’d be hard pressed to find 
'‘SElSEr* another golf game as realistic. 

Why? Well, for one, we’ve used actual 
photo footage fromTbrrey Pines, the PGA 


Tour course down in San Diego. Secondly, 
the Wmdows interface, along with our push¬ 
button controls, lets you control everything. 
Except the weather, of course. 

For a limited time, when you pick up 
Golf, you can also pick up a free Microsoft 
Golf hat. So cafi (800) 323-3577, Dept. HL7. 

And find yourself working through 
lunch. Not to mention your swing. 

Micmsoft 



Offer good only in the 50 United States. Offer expires 12/31/92 © 1992Microsoft Corporation All nghts reserved Printed in the USA. In the 50 United States, call (800) 323-3577. Dept. HL7 For information only: In Canada, (all (800) 563 9048: 
outside the 50 United States and Canada, call 1206) 936-8661 Microsoft is a registered trademark and Windous is a trademark of Microsoft Corporation. 


Reader Service No. 44 














STRATEGY 


patrol). I know they can’t hold off the dawn attack but 
Midway won’t come free!! 

All carrier aircraft have been ordered armed and fueled 
in an effort to launch as quickly as possible once the en¬ 
emy carriers are sighted. If attacked with these planes on 
deck even a single hit will likely lose a carrier. 

I have ordered my seaplane tender to anchor and launch 
search planes at dawn. 

1 have also assigned search sectors for my carriers. I 
hate wasting bombers for this but 1 absolutely must find 
those enemy carriers at first light! 

June 4, 1942 06:30 hours 

Still no sightings! Suddenly, Midway reports inbound 
enemy planes... 160 of them! One of Midway’s seaplanes 
reports a large heavy cruiser group but no carriers. The 
Japanese bombers blow right by the Midway CAP. There 
are some enemy losses. Many of the CAP are reported lost. 
Another enemy cruiser group is sighted behind the first. I 
wonder if this is really the carriers? 


will have to go in with no fighter coverage. Not many will 
return...the strike is ordered. 

In an all out effort I also order the bombers on Midway 
to attack as well. Being mostly level bombers I know they 
won’t be very effective but who knows??? 

I notice that one enemy heavy cruiser group is heading 
at flank speed directly at my Task Group. I alter course 
towards Midway to try and open some water between us. I 
definitely don’t want to get involved with them at this 
stage. A total of 87 dive bombers will launch. 21 others 
are either searching or being readied. 

June 4, 1942 08:50 

Sightings continue to pour in. I’m now told that there 
are 7 (!) carriers in the group I’m attacking. There are also 
4 new sightings to the south west of Midway. Finally my 
strike is in the air. There is little to do now but wait for the 
expected Japanese attack. I can’t understand why it has 
taken so long to arrive. Perhaps my change in course 
caused them to miss me earlier??? 



June 4, 1942 07:00 hours 

I believe my forces have been sighted by an enemy 
search plane. If the IJN can strike first all is lost. At least I 
know where 160 enemy planes are! I order all fighters up 
on emergency CAP. 

June 4, 1942 07:35 hours 

Where are they!!!! I now have four heavy cruiser groups 
sighted to the north west of Midway but no carriers. I’m 
certain at least one of these is a carrier group but which 
one? Should I chance a strike at one of these. If I pick the 
wrong one the retaliatory strike will finish me. I decide to 
wait just a little longer. 

June 4, 1942 07:55 

Finally!!! One of the cruiser groups now contains 4 
carriers. I check and find they are at 240 miles. This is the 
maximum range for my dive bombers with normal loads 
but well outside fighter and torpedo bomber range. They 


June 4, 1942 09:10 

I now have a total of 10 enemy naval sightings! It 
seems like the entire IJN fleet is out here. Do I stand a 
chance??? Air Warning!!!! 20 enemy bombers inbound. All 
CAP is up. The wait is over. My fate will be decided very 
shortly. 

June 4, 1942 09:20 

60 bombers now reported inbound. The Enterprise is 
under attack. She is hit and burning. Multiple misses on 
the Hornet and Yorktown. Two heavy cruisers are 
bombed. Many Japanese aircraft are shot down but they 
keep coming. 

June 4, 1942 09:40 

The Enterprise is lost! She has just taken another bomb 
plus three torpedo hits and is burning violently. The Hor¬ 
net has just been missed by 4 torpedoes and along with the 
Yorktown is still undamaged. The first enemy attack is 
over. I hope my planes do at least as well. 

June 4, 1942 10:15 

My strike has finally reached the enemy carrier group. 
Both the Midway and carrier bombers arrive simulta¬ 
neously. They suffer severe losses but break through. The 
Akagi is hit by 3 bombs, the Soryu by 4 bombs, Kaga by a 
torpedo and the Hiryu by a single bomb. All carriers are at 
least damaged. My intelligence reports them sunk but I 
know better than that! What is left of my air strike heads 
back. 

June 4, 1942 11:00 

I now have 12 sightings of enemy naval groups con¬ 
verging on Midway. Suddenly another air warning...my 
carriers are under attack again!!! The Hornet is hit by 3 
bombs and the Yorktown by one bomb! Fortunately the 
Yorktown is still operational but the Hornet has been 
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Available Nov 92 W 
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^5.00 postage and handling 
Korth America only, j 


Beautiful 256 color VGA map that stretches from New Orleans 
to Philadelphia, from Kansas city to Bermuda. 

Digitised period graphics and VGA artwork combine to 
provide the player with informative displays throughout the game 

Fully integrated tactical combat system emphasizing command 
control and quick resolution of even the largest battles. 
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- Scenario editor allows players to construct their own battles 


or play those already included. 
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critically damaged. She is barely afloat and unable to 
sustain air operations. I guess this is the end. 


June 4, 1942 12:20 

I’m still waiting to recover my strike planes. The en¬ 
emy heavy cruiser group is still closing. Those battleships 
will quickly finish my Task Group. They can stand off out 
of gun range and shell us. The danger is becoming critical. 

June 4, 1942 14:35 

I’d really like another shot at the enemy carriers but 
can’t afford to ignore the cruiser group. I had ordered a 
strike of the few remaining dive bombers plus the torpedo 
bombers against the cruisers and it finally arrives. They 
achieve two bomb hits on both a battle cruiser and a heavy 
cruiser. 

The enemy cruiser group now changes course and 
begins moving quickly to the north west. The enemy carri¬ 
ers are also breaking off and heading to the north west. 
Perhaps I might survive this after all? 

June 4, 1942 15:10 

Submarine Tambor claims it has sunk an enemy de¬ 
stroyer. Shortly afterwards submarine Cuttlefish reports 
sinking a heavy cruiser. The Cuttlefish is lost. 

June 4, 1942 16:00 

A Midway strike reaches the retreating carrier group. 
No hits. I manage another strike at the retreating cruiser 
group and achieve 4 more hits but 1 don’t believe any ships 
sunk. Although the north west groups are retiring there are 
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still forces moving towards Midway from the south west. I 
must get back to protect Midway from the invasion. 

June 5, 1942 7:10 

Level bombers that I ordered transferred to Midway 
from Pearl are still on the way. I should have had them 


moved yesterday but forgot in all the action! I must talk to 
my staff about doing everything myself!!! I locate two 
groups close to Midway. One group consists of 10 destroy¬ 
ers and a light cruiser. The other has 14 troop transports. I 
start a series of air attacks on these forces. 

Much of the day is spent in fruitless attempts to sink 
the destroyers and transports with bombers. I finally de¬ 
cide to move in my heavy cruisers and finish them off. 
After several surface encounters the transports and the 
light cruiser are sunk. The destroyers are too fast to ap¬ 
proach. 

I don't understand why the enemy forces to the south 
west don’t engage. Not only do they have battleships but 
there are also light carriers among them. 

I can only assume that their intelligence is as spotty as 
mine. They must not be aware of my large aircraft losses 
nor the condition of my carriers. Fortunately they stay out 
of it. 

On June 6, 1942 at 21:00 hours the Battle for Midway 
ends. I have been awarded a decisive victory with -73 
victory points (a marginal victory was -100 or less so I 
barely made it). The final results are: 


US 

Japanese 

Damaged Destroyed 

Damaged Destroyed 

Carriers 2 1 

4 

Cruisers 2 

7 

Planes - 224 

125 

Ships 

2 17 


In hindsight, I needed to have located the Japanese 
carriers sooner. If I caught them with their planes being 
readied on deck or managed to damage them while their 
planes were in the air 1 might have saved the Enterprise or 
the Hornet. The heavy loss of aircraft also left me virtually 
defenseless. If my opponent had pressed with the remain¬ 
der of his forces I would have been finished. 

Maybe I should have run at 30 knots all night? That 
could have proved interesting. I would undoubtedly have 
sighted the carriers sooner and perhaps caught them with 
their aircraft in transit from Midway. As well, I would 
have been close enough to use all my planes including 
fighter escorts and torpedo bombers. 

On the other hand, even a small Japanese attack would 
devastate my force with all planes sitting readied on deck. 
Even if I survived the air threat my Task Group would 
have been right in the middle of several groups of battle 
ships and heavy cruisers. There was also the chance that 
my force might blunder upon one of the enemy groups in 
the dark. 

It is interesting to compare these results to the histori¬ 
cal values. The Japanese experienced a series of incredible 
bad luck, poor execution and horrible decisions that culmi¬ 
nated in a disaster at Midway. The Japanese lost all four 
carriers, a heavy crusier, 234 aircraft and 22,000 sailors! 

The US carrier Yorktown was badly damaged and later 
sunk by a Japanese sub. The US aircraft losses were se¬ 
vere but didn’t compare to those of the Japanese. Midway 
was the turning point for the US in the South Pacific; it 
was also a defeat from which the Japanese never recov¬ 
ered. □ 
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revamped levels of difficulty and 
greatly enhanced graphic for your 
computer! You'll get more deluxe 


for your bucks with dazzling anima¬ 
tion of all ten official tokens, easy- 
as-pie interface, a game octivity log 


that keeps track of all previous 
moves and the ability to play by 
traditional or custom-designed rules. 

Enjoy the thrill and excitement of 
wheeling and dealing as you 
amass, or reluctantly part with, 
great fortunes buying and selling 
railroads, utilities and properties of 
all types. This game's a must for 
the library of any TRUE gamer or 
future real 

estate tycoon! UUUwtfi 


i more mercenary than your 
lawyer, shrewder than your accoun¬ 
tant, greedier than the IRS and 
tougher than your granny. Get 
ready for the most challenging 
game of Monopoly® you've ever 
played with MONOPOLY® DELUXE. 

Combining 90's technical know¬ 
how with plenty of good old- 
fashioned fun, the bestselling board 
game of all time is back and 
better than ever with completely 


MONOPOLY* DELUXE with lh« ultimate easy-to-use point - ond - dkk interface will be available this fall in PC ond WINDOWS ,M versions. 

WINDOWS version features oil of the DELUXE features listed above plus the added bonus of easier-to-use point-and-didc interface. 

For more mformation. pricing ond orders, plow coll 800 VRG IN07 VISA, MASTERCARD, AMERICAN EXPRESS ond chock accepted 

MONOPOLY * ond RICH UNCLE S design on regstered trademark at Tanfca Corporation Rich Undo © 1936,1992 Parker Brothers. AN rights reserved Monopoly© 1935,1992 Porter Brothers, Inc., a division of Tonkn Corporation 
Alnghft reserved licensed to Virgin Gomes, Inc ClW2Vegin Gomes, Inc Wigm so registered tradwnorh of Vfcgin EnfeprisB, ltd WINDOWS “ b a trodernoih of Microsoft Corporal 



R eturn your authorized version of the original Monopoly« computer gome to a 
participating dealer and receive $10 off your purchase of Monopoly» Deluxe! 
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Cobra Mission 


The land of the rising nipple 

by Steven Wartofsky 



Desig ned by _ 

Erwin Mab, Kenny Wu 

Artwork by _ 

Hang Peng, Team 0- 
two, Team Rai-Chee 

Published by 

Megatech 

Systems 

PC 286 

Graphics 

egaTvga, mcga 

Supports 

Sound Blaster, Sound 
Blaster Pro, AdLib. 
Media Vision Pro Audio 
Spectrum, Covox 
Sound Master II, Mouse 


W e’ve seen plenty of mild 
cheesecake in computer ad¬ 
venture games already. 
Whether it be the scenes in Sierra's 
Conquest of Camelot. Dynamix' ad¬ 
ventures, Accolade's Les Manley Lost 
in L.A., or Legend’s Spellcasting se¬ 
ries, the display of women's somewhat 
unclothed bodies for the pleasure of 
(one must assume) a primarily hetero¬ 
sexual male audience has happened 
here as it has everywhere else in Ameri¬ 
can culture. 

No nudes is bad 
nudes 

The problem is, as is the case in 
advertising, television, the movies, 
magazines and elsewhere in our cul¬ 
ture, such displays have always reeked 
of a mild (or not so mild) hypocrisy. 
Rather than going all out, and suggest¬ 
ing that both men’s and women’s bod¬ 
ies of all sizes, shapes, colors and quali¬ 


ties are beautiful, worth looking at, 
worth enjoying, worth being aroused 
by, worth being familiar with (both 
Phidias and Michelangelo agree on this 
point, if memory serves), and ultimately 
no big deal, we fetishize a few locations 
on a narrowly-conceived version of one 
gender's physiognomy and define‘sexu¬ 
ally interesting' by a culture-wide ob¬ 
session over whether or not those loca¬ 
tions are made visible or not (i.e. ‘sexy’ 
means ‘a breast is visible’ or the like), 
and by who has control over that visibil¬ 
ity. This heavily property-based notion 
of eroticism is at the root of all evil in 
America. Join a nudist camp next sum¬ 
mer and start the path to recovering 
your sanity. 

Between extremes 

Oh - right - this is a game review (but 
do carry on - Ed). Well anyways, the 
point of all this is that Cobra Mission, 
a new adventure/CRPG game imported 
from Japan, provides reassurance that 


we are not alone in our confusion. The 
difference is, young Asian males have 
made a real art out of it; there' s a heavily 
stylized form of erotic cartoon that’s 
extensively popular in Japan, which 
takes for granted what those on both the 
extreme right and extreme left would 
find grounds for spontaneous self-com¬ 
bustion. It’s exaggerated, if s rude, it’s.... 
oddly harmonious. There’s a concern 
with line and simplicity and the balance 
of weight in the representation that’s 
downright beautiful sometimes. Scary 
thought. 

Cobra Mission is replete with im¬ 
ages of this kind, almost entirely of 
women, unfortunately (maybe a sequel 
should be Cobra Mission II: For 
Women’s Eyes Only). 

Whereas previously the display of 
some flesh has been intended to serve as 
the carrot dangling before the hetero 
male's nose to keep him playing the 
game for the sake of that one funky 
scene, here the exaggerated cartoon rep¬ 
resentation of same is so pervasive that 
it quickly becomes almost a parody of 
this kind of voyeuristic V ictorian titilla- 
tion. Even with all that. Cobra Mission 
is still pleasantly R-rated, unlikely to 
seduce any player into ending up w ork¬ 
ing in Larry Flynt’s living room. 

Self manipulation 

Once past the few minutes' worth of 
thrill that experiencing this kind of 
cartoon eroticism provides, we finally 
get to the qualities of the game itself, 
and this is where Cobra Mission proves 
to be quite an original. The game is hard 
to describe as either a CRPG or an 
Adventure, as there are elements of 
both in the design. There’s a story line 
to be followed, and though time spent 
gathering objects, manipulating stats, 
managing inventory and party control, 
etc. is less than that in the average 
current RPG (one's party consists of a 
male and female character, the former 
the in-game player representative, the 
latter his high-school sweetheart; these 
two work together as the team on the 
mission), all the basic elements of RPG 
play are still there (well, no spell-cast¬ 
ing). 

On the other hand, as with many 
current graphic adventures, the manipu¬ 
lation of objects has as its goal the 
movement of the player from one graphic 
arena to another, as part of the develop¬ 
ment of the scenario. 

What’s most fascinating about the 
design is the way in which the anima- 
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tion works. Unlike what we’re used to 
- a richly drawn and essentially static 
backdrop, against which a number of 
moving animated objects and elements 
are formulated - Cobra Mission pro¬ 
vides a series of static screens which 
represent sequences of motion. The net 
effect is classic comic book: as one 
plays, and engages in various kinds of 
encounters (battles, love scenes, etc.), 
the results of actions taken are like 
moving from one cartoon frame to the 
next. Fans of comics will be delighted 
by this. I’m sure. 

Topless viewpoint 

These aspects of the game are dis¬ 
covered through the operation of the 
player’s party of two, who move through 
the game like a couple of little Mario- 
like figures (ie they are short, squashed 
symbolic Nintendo or arcade-game rep¬ 
resentations of the party). The move¬ 
ment from area to area in the game takes 
place from an overhead perspective, 
and various locations are entered along 
the way to find tools, weapons, informa¬ 


tion, etc. Entering such locations, or 
running into NPCs of various sorts, 
initiates the above-mentioned cartoon 
sequences. 

A variety of interesting animation 
effects are also included as part of the 
design. Early on, for instance, the player 
may find a telescope which can be used 
to take a gander at the topless beauties 
on the beach nearby. Using the tele¬ 
scope blanks the screen down to a small 
circle (representing the view through 
the telescope), which can be moved 
across the screen to look around. In 
other places, the player’s battles pro¬ 
duce some rather explicit representa¬ 
tions of animated violence (nothing that 
would outmatch anything from the 
Elvira/Waxworks series of CRPGs 
from Horrorsoft/ Accolade, fortunately). 
As with these games, hitting a character 
in different places has different effects 
on NPC stats. 

Love thy neighbor 

The cartoon exaggerations here, as 
elsewhere, are truly parodic. Gameplay 


itself is smooth and relatively seamless; 
difficulty levels are not set so high at the 
start that alot of replaying of familiar 
scenes is necessary, and the series of 
encounters along the way are often glo¬ 
riously rude. This is a game for adults in 
the most benevolent sense, in that those 
who can distinguish between fantasy 
and reality (and who have no plans, for 
instance, to join the Air Force after 
playing Falcon 3.0 so they can blow up 
real T-80s) will enjoy the stylizations of 
each encounter without worrying 
whether or not they’re being brain¬ 
washed into something less than cheer¬ 
ful companionship with all other crea¬ 
tures on the planet. 

Cobra Mission comes on six high- 
density disks, and requires a full twelve 
megabytes of hard disk to install. It is a 
refreshingly frank celebration of revel¬ 
ing in adolescent male erotic fantasy in 
one of its more cheerful, silly incarna¬ 
tions. 

No-one in their right mind would 
behave like most of the characters in 
this game in the real world, but isn’t 
that the whole point? □ 
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Spellcasting 301 


Spring break 

By Gregg Ellsworth 


J ust when I think the game world 
is settling down into predictabil¬ 
ity the more interesting software 
houses manage to pull something new 
on me. 

Despite bug problems. Ultima VII 
represented an advancement in game 
technology. Likewise, Wizardry 
VII:Crusaders of the Dark Savant 
promises to offer plenty of new goodies. 
Competition for the consumer dollar 
these days seems to be forcing the game 
manufacturers to stay on their toes, 
pushing the machines to their limits, 
trying new things to improve their prod¬ 
ucts. 


Florid - a 

Legend Entertainment isn’t sitting 
still either. After having success with 
what might be described as ‘text adven¬ 
tures with graphics’ games already they 
aren ’ t content to just keep plugging new 
stories into the same interface. While I 
would most likely still enjoy anything 
they put out that had the quality writing 
that 1 enjoyed in Timequest, Gateway, 
and the Spellcasting series, they seem 
quite at ease tinkering with proven suc¬ 
cess. Is this a bad thing? Looking at 
Ernie Eaglebeak's latest adventure, I 
think not! 


Spellcasting 301:Spring Break 

sends the ultimate nerd to Fort 
Naughtytail for a well-deserved vaca¬ 
tion. After all, his first two years at 
Sorcerer University have been rather 
hectic, having thwarted his stepfather’s 
evil schemes twice. The unwilling hero 
has managed to survive the past year 
and a half without further mishap, and 
is joining the boys of Hu Delta Phart on 
their pilgrimage to the ultimate student 
paradise. Will the aspiring sorcerer get 
lucky with the beach babes? Not if the 
guys from Getta Loda Yu have anything 
to say about it. The muscle-bound * stu¬ 
dents’ from St. Weinersburg have no 
intention of letting the Pharts on the 
sand at all, and how’s a guy gonna score 
in his hotel room? Fortunately, a bikini- 
clad referee known as ‘The Judge’ pro¬ 
poses a series of contests between the 
two fraternities for the title of ‘King of 
the Beach’, with the losers being banned 
from the student hot spot. 

This sets the scene for a truly enter¬ 
taining series of quests, where the player 
must help Ernie in a battle of wits and 
magic for the mastery of the sands. The 
author of the previous Spellcasting 
games, Steve Meretzky, shows the 
player no mercy in the humor depart- 


Written and 
designed by_ 

Steve Meretzky 

Published by 

Legend Entertainment 

Systems 

PC 

Graphics 

VGA. EGA, VESA 
compatible super VGA 

Supports_ 

RealSound, Sound 
Blaster, Adlib. Roland 
MT-32, Mouse 



Hoe calls out, "Let's get going! I'll see 
you all tomorrow night at 7:00 in my suite. Be 
ready to party 'til dawn! Then let's hit the 
beach first thing Monday morning for the sand 
castles." The Pharts disperse. 


>status 

You are playing in Naughty mode, and you are 
getting Terse descriptions. You and the HDPs 
haue achieved a score of 45 in 71 moues. You 
have also achieved a rank of Level 3 Sorcerer 
The GLYs have achieved a score of 40. 
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all 
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cloak 
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coral 
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eyeglasses 
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instructions 
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letter 
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The fate of the free planets 
hangs in the balance... 



.LEASER SQUAD 

is a futuristic, tactical wargame 
that captures life-like characters of 
a commando unit. Kvery move 
must be carefully calculated to 
account for the morale, energy, 
and strengths of each soldier. 

In each scenario y ou are allocated 
a number of "credits" to spend on 
armor, weapons, and ammunition. 

The best choice of equipment 
depends very much on the nature 
of the mission you are undertaking. 

Dozens of w eapons and ammo including 
assault rifles, rocket launchers, grenades, 
and laser weapons 

Select front four armor types, each with 
weight and protection qualities 
Strategiunap, showing position ofvoimown 


1^800-334-M LS A 
or visit your local retailer. 
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Interactive Software 


2201 Drummond Plaza,* Newark, DE 19711-5711 • (302)368-9990 













P The hordes approach! Are the 
' archers on the battlements? Are 
there cauldrons full of boiling oil 
' atop the towers? Are the castle 
gates fiercely guarded? Are your 
concealed wizards in place? 

. S ' Can your castle withstand the 


Your best friend is your worst enemy, 
over the MODEM! The new monsters are 
harsh, the new castles are breathtaking, 
the new scenarios are wicked, and the 
new SIEGE EXPANSION is everything 
you’ve been waiting for! 


Add Dogs Of War to SIEGE and get: 
More fantastic monsters, 

New Castle designs, and 
More Scenarios to Conquer! 


Plus, with a modem or serial link, experience 
Real-time Person to Person Combat!! 


Mindcraft presents: Siege Finally, a strategic 
simulation of pulse pounding, thought provoking 
medieval style castle assault. 

Fantastical elements challenge your leadership 
with a never-ending variety of contests and 
dilemmas. Should your knights sortie out against 
the attacking rabble? Is your wizard strong enough 
to throw another fireball into the enemy ranks? 


Siege gives you four castles to defend and attack. 
You can t do it all yourself; you must depend on 
your vassals and their troops, each with their own 
abilities and skills. 

Prove your mastery of the art of Siege! Test your 
mettle in the existing sieges, or design your own 
scenarios. What if Highrock Fortress were held 
by trolls, or Usk'hem Gart by elves? 


• MINDCRAFT 


2291 205th Street, Suite 201, Torrance, CA 90501 

Actual screen photos from the IBM VGA version. 
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all 

arts section 
bathing suit 
beach ball 
BIP spell 
Blather Beach 
breadsticks 
classified sect 
cloak 
coin 
coral 

Dancesuithsheep 
deflated float 
Dirtyjunkpile 
editorial sect 
eyeglasses 
FOY spell 
Fred 

FRIMP spell 
GLY brothers 
HDP brothers 


Tine passes... 

Euer-feisty Moe steps slowly toward his Yu 
counterpart until they're eye to eye. Well, eye 
to chin, anyway; Hoe's not the tallest prez 
that HDP has euer had. Moe snarls, "Me'ue got 
as much right as you ouerdeueloped apes to this 
beach?" 

The Getta Loda Yu leader sneers, "Rights? 
Mho's talking about rights? I'n talking about 
the fact that any one of ny Yus could snap any 
one of your Pharts in half like a rotten 
toothpick?" 

Moe licks his lips nervously. "Er, oh, yeah? 
Well, ny guys are a lot neaner and tougher than 
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ment. The game is filled with pages of 
funny text to read, and most of it will 
probably go unnoticed by a player who’s 
in a hurry. 

Stripping yams 

Spellcasting 301 was written to 
appeal to several levels of puzzle solv¬ 
ers, as not all the contests need to be 
won in order to finish. The game’s 
scoring system reflects this, displaying 
the points amassed by Ernie and his 
fratmates and those of the Yus. Some 
points are awarded for partially solving 
a puzzle or for getting a needed item, 
and when the game is done the player is 
told what areas he could have improved 
upon. This not only adds a replay value 
to the adventure, but should allow a 
relative novice gamer to finish it with¬ 
out becoming discouraged. Those with 
a full slate of other games to play might 
zip through this one and return to try the 
harder problems later. 

The layout of the game environ¬ 
ment also allows the player access to 
most areas and objects right away. This 


should placate those who complained 
about the tightly timed format of the 
first two games in this series. Since 
there is no real pressure to win each 
day’s contest, they can spend time ex¬ 
ploring and trying out partial solutions. 
When players feel they know enough to 
complete a puzzle, they can restore 
from a previously saved position and 
continue on. 

Of course, there is a surprise ending 
to the game which will probably catch 
the player unaware. While he is busy 
helping Ernie with the daily events, 
something’s happening behind the 
scenes that’s completely invisible. Re¬ 
gardless of the progress made in the 
beach competition, Ernie finally must 
face up to an ultimate challenge in the 
endgame. 

Button pusher 

Adding to the entertainment value 
of the humorous writing and the inge¬ 
nious puzzles is the game interface it¬ 
self. Commands may be entered via 
keyboard or mouse, from a menu of 


verbs and nouns or by pointing at the 
objects in the displayed picture. If all 
else fails, the player can resort to simple 
typed commands, as the game parser 
does a very good job in figuring out 
what he wants to do. At points in the 
story, the player uses a full screen inter¬ 
face to enter commands by pushing 
‘buttons’, and this makes Spring Break 
easier to play as well. 

As if this weren’t enough value for 
the gaming dollar, the artwork is full 
color VGA, with game segments inter¬ 
cut by digitized photographs. A con¬ 
tinuous music score and realistic sound 
effects complete the atmosphere, push¬ 
ing this beyond just a text adventure. 
Bob Bates, co-founder of Legend Enter¬ 
tainment, believes all these enhance¬ 
ments qualify Spellcasting 301 as a 
multimedia graphics adventure at least 
as good as what other companies have 
put out. 

I must agree, there are so many ways 
to interact with the game, and when all 
the sound and graphics are accounted 
for the conclusion is obvious: this game 
is a winner. □ 
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It's a nasty job... 


but someone 

has to do it. To re-activate the abandoned moonbase, 

S.C.OUT must first seek and destroy the alien infestation. The 
base's entire arsenal is at your disposal: bombs, SAMS, force mirrors, 
cannons and even atomics. But first you have to find them — using all the 
ingenuity and strategic powers at your disposal. Then attack! 


But be careful...the enemy has 
some nasty surprises of its own: 
mazes infested with worms, 
viruses, explosives and the sinister 
"Slime". Dazzling graphics and 
driving soundtrack add to the fun 
of your mission. 

But remember, we warned you! 



Check out our other hot new games Cogito and The Tinies! 


A Kalisto game by 


INLINE DESIGN 

* 


308 Main Street 
Lakeville, CT 06039 


To order, visit your local retailer or call: 

1 - 800 - 453-7671 


S.C.OUT is available for IBM compatible (VGA) and Macintosh systems. 

Reader Service No. 62 

















T he aspects of valour in this 
context are wisdom, resource 
fulness, courage and compas¬ 
sion. Spellcraft is the story of the hero 
of the Oracle, who embodies the aspects 
of valour. His name is Robert Garwin. 
For years he has li ved a modest 1 ife of no 
great accomplishment and no great dan¬ 
ger. Then, one day his life changes. 
Forever... In the morning mail he finds 
a letter from England and an airline 
ticket. The letter reads - ‘You are the 
last of our family. A great heritage 
awaits you. Comequickly. Follow these 
instructions ...’The letteris signed ‘Your 
loving uncle. Gar’. 

Stoned again 

Robert never even knew he had rela¬ 
tives in England. After a moment of 
indecision, he decides to follow his 
uncle’s advice and he begins packing. 
He flies to Heathrow Airport drives a 
rented car south-west towards Salisbury 
Plain. His uncle has promised to meet 
him at the ancient stone circle known as 
Stonehenge. After a few hours travel, 
he sees the tall stones of Stonehenge 
loom above the horizon. In his excite¬ 
ment he is barely conscious of the thick 
fog billowing over the plain toward the 
megalithic monument. 

He stops the car and begins walking 
across the field. The fog has now veiled 
most of the monument. It is unearthly 
quiet here. No one greets him. No-one 
warns him to stay out. As though a hand 
has waved it aside, the fog clears. ‘For¬ 
ward!’ a voice orders from inside the 
circle. He obeys. The interior of the 
monument seems to be totally deserted. 
‘Forward!’ it commands. Then, from 
the clear skies lightning strikes. Robert 
screams as he feels his body tom apart 
atom by atom. Then there is momentary 
blackness before the voice speaks again 
...‘Welcome to the realm of magic, 
Robert. We who live here call this 
realm Valoria. Just as we call his world 
Terra. My name is Garwayen, ruling 
Magister of the Wizard Council.’ 
Garwayen will become Robert’s Men¬ 
tor. He brought him to Stonehenge and 
transported him to Valoria. Garwayen 
is growing old and his powers are be¬ 
ginning to wane. He needs a successor 
because the realm of magic is in grave 
danger. 


Spellcraft 


Aspects of Valor 

By Theo Clarke 



You haue discovered an Aspect for a speu 
of the riind College of nagic, Robert, it 
is a powerful speu.. indeed, 
now you need the nagic Word to enable that 
spell, if you haue not yet learned it. 
Someone in Terra will help you, if you help 
your ally. r? 


A monstrous scheme is being pre¬ 
pared to conquer our world. The Wizard 
Council, which consists of Garwayen as 
Magister and the Lord Wizards of the 
Colleges of Magic, recently discovered 
a tiny rift between the world of Terra 
and their realm of magic. Garwayen 
voted for closing the rift so that our 
worlds would not come into conflict. 
The Lord Wizards voted for enlarging 
the rift. They have become jaded with 
their powers, and they believe they can 
conquer Terra. They must be stopped. 

Facing the elements 

Before Robert’s instruction begins, 
he must select the elemental College of 
magic to which he will seal himself. 
There are four elemental Colleges - 
Earth, Air, Fire and Water. Each has 
unique strengths. Every Wizard must 


select an elemental College as his disci¬ 
pline in which he will become an adept. 
The four elemental Magic Colleges are 
mutually antagonistic to each other, and 
thus he can select only one. Each Col¬ 
lege possesses spells that can be created 
only by its adepts. Whichever college 
the player chooses, the wizard compli¬ 
ments Robert on his wise choice but 
there are differences in the Colleges 
that affect the successful strategy for 
each of them. 

To make a magic spell, a wizard 
must combine mystical ingredients in 
the correct proportions and then say the 
correct magic word to activate the spell. 
There are five types of ingredients used 
in creating magic spells. The most im¬ 
portant ingredient is Aspect, which de¬ 
fines the property of the spell. Each 
magic spell contains one type of Aspect 
ingredient. The other ingredients are 
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Machiavelli Designs presents the PC version of: 

New World/Order 


Need an Opponent? Pick One! 



When: World War II (1939-45+). Choose from scenarios or the campaign game. 

Where: Earth - global simulation with multiple zoom levels. Toggle countries, cities and terrain. 

Who: 1 to 5 (smart?) human or intelligent computer players. You select difficulty and complexity. 

What: Realistic, historical simulation of strategic military, diplomatic, economic, political, scientific 

and social factors. Detailed specifications of all major weapons and production systems. 

How: As Churchill, Hitler, Roosevelt, Stalin or Tojo, you struggle to shape the future of humanity. 

Can you forge your will into a New World Order? 



Free Service 


I wish to be enrolled in MDI's gamers’ matching 
service. I release MDl from any liability for providing 
me with this service. (No purchase necessary). 


Fill out and send 
us this coupon and 
we will match you 
up with gamers in 
your area. This is 
a totally free 
service... just what 
we think the hobby 

needs. 4 _ 

^Scnd coupon to: Machiavelli Designs, Inc. 2550 Ninth Street Suite 204, Berkeley, CA 


Signature (we need your release to enroll you) 

I play: □ Historical & Military □ Role playing 

□ Fantasy & Adventure □ Other:_ 

1 want players for: (list games in order of preference) 

L_ 

2 _ 

3__ 


Name 

Address 


First 


Middle Initial 


Last 


Street or Post Office Box 


City 


State 


Zip 


Country 


Area code 


Phone 


Please send me_copies of NWO at $59.95 each. 

(California residents add sales tax. We pay shipping.) 

Disk type: □ 5 1/4" □ 3 1/2" CJ Check enclosed 

□ Bill my credit card #_ 

□ Visa □ Master Card Expiration date:_ 

Signature (required for credit card authorization) 

94710 or order by phone (800) 955-4MDI or FAX (510) 486-0632 


NEW 

Pre-War and 
Cold War 
modules 
coming soon. 



MDl 




! J 

MACHIAVELLI 
. DESIQNS INC.. 


New World Order copyright 1992 by Machiavelli Designs. Inc. New’ World Order trademark 1992 by Machiavelli Designs. Inc. 
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Well met, mq friend. I am called David Greenbriar. These old stones 
teu me mq Druidic circle and I should 9iue qou what help me can. 

(A; Buy or Sell an Item 

(B) Talh to Druid 

(C) Enter Circle of Stones n 

(D) Leave Stonehenge ^ 


jewels, powders, candles and stones. 
These four ingredients are used in vary¬ 
ing amounts in each magic spell. If the 
wizard has combined the ingredients 
correctly and said the appropriate magic 
word, a magic spell will result. If he 
combines the ingredients incorrectly, 
the spell can backfire unpleasantly. Once 
a spell is created, it is added to the 
wizard's spellbook and he can recreate 
the spell automatically if he has enough 
ingredients. 

It’s the real thing 

A created spell can be modified by 
varying the quantities of the ingredients 
within certain limits. Exceeding these 
limits is as bad as getting the original 
recipe incorrect. Garwayen leads Rob¬ 
ert through a tutorial to teach him a few 
spells and introduce him to physical 
combat with the Sword of Striking. 
Magic may weaken a wizard but the 
only way ultimately to defeat him is by 
attacking him with a hand weapon. 

The magic realm of Valoria is di¬ 
vided into domains that are controlled 
by the Lord Wizards. Robert must enter 
the Lords* domains to combat them. 
And he will eventually have to leave 
their domains. 

The Return Home spell allows him 
to exit a domain. It returns he to 
Garwayen’s stone circle on Valoria. It 
belongs to the Ethereal Magic College 
and is known by every wizard. Casting 
magic uses the caster’s life force. The 
more powerful the spell, the more life 
force he must expend. Any damage he 
sustains in combat will also drain his 
life force. If he expends all his life force, 
he will die. Life force is continually 
replenished. Avoiding combat and ceas¬ 


ing spellcasting spells will allow a wiz¬ 
ard to regain his precious life energy. If 
his life force reaches a dangerously low 
level, Robert can use his Return Home 
spell to return to the safety of the stone 
circle. 

There are two important spells he 
will learn when the time is ripe. The 
first, from the Ethereal college, reveals 
a map showing the locations of enemies 
lurking in the domain. The other, from 
the Earth College, reveals treasures hid¬ 
den in the domain. Until he is ready to 
learn these spells, Garwayen will cast 
them for him before he enters a domain. 

Afterdefeating any opponent in com¬ 
bat, Robert should explore the domain 
thoroughly because there are many valu¬ 
able items to be found. The first combat 
tutorial is set in the Earth domain. This 
is characterized by fields, trees, water 
and rocks with the occasional chasm to 
trap the unwary. A Fire wizard’s first 
combat spell is Fireball. An Air wizard’s 
first combat spell is Lightning. When 
all the opponents in a domain are de¬ 
feated Robert does a little victory jump. 
It is now safe for him to explore the 
entire domain without further combat. 

Formula one 

Initially Garwayen tells Robert all 
the details that he needs to create spells 
but his information becomes more 
sketchy as Robert becomes more expe¬ 
rienced. Once the tutorials are complete 
Robert travels to Terra to meet 
Garwayen’s allies. The gateway be¬ 
tween Valoria and Terra is Stonehenge. 
Once Robert is in his own world, he 
must use his own money to get around. 

As the rift grows between the uni¬ 
verses, more places become magically 
sensitive. The allies are drawn to these 


places. Robert is well advised to visit 
every place the map reveals and make 
contact with all the allies as they ap¬ 
pear. The allies are students of the 
Mystic arts. They have pledged them¬ 
selves to aid the Chosen One spoken of 
in the Oracle. The Oracle speaks of the 
Chosen One who will save the two 
universes. Garwayen believes that Rob¬ 
ert may be the Chosen One. 

The player has four sources of infor¬ 
mation about formulas and the ingredi¬ 
ents required for spells. Studying the 
wisdom of the Great Sages who know 
magic in the manual is the first of these. 
‘Practice, practice, practice!' Alter the 
composition of his ingredients ... try 
new aspects, new words. Never stop 
learning! Magic is simple ... sort of!’ is 
a verse from ‘Listen To Me, Grasshop¬ 
per!’ Second, are the partial recipe sheets 
that contain some information on magic. 
The rest must be filled in from the other 
sources. Third - and perhaps most im¬ 
portant - is frequent consultation of the 
allies in Terra. They have scraps of 
information that will help to determine 
the formulas and ingredients for spells. 
Finally, information about magic can 
often be found in the magic domains 
themselves. Many who have challenged 
the Lord Wizards carried notes about 
their magic into battle. These notes can 
still be found on occasion. 

Dignity in labor 

Once Robert’s training is complete 
he hops between Terra and the domains 
of magic. The allies set him quests to 
find artefacts for which they exchange 
information. Whilst he is on Terra, 
Robert can trade spell ingredients to 
stock his workshop and, ultimately, he 
must develop a portfolio of spells with 
which to do battle with the evil Lords. 
When he defeats all the Lords he is 
worthy to succeed Garwayen and heal 
the rift between the universes. 

Spellcraft is a game that grew on me 
slowly. The first few stages were a 
chore. I found the chasing around the 
domains knifingghoulies and ores whilst 
collecting chests and vials tiresome. 
Even the puzzle solving on Terra failed 
tocapture my imagination at first. Then, 
without warning, I found myself being 
drawn back to the game repeatedly. I 
claimed that it was all part of my com¬ 
mitment to professional integrity. Re¬ 
search, I thought. But, in truth, 
Spellcraft is a clever, addictive game 
that mixes the best of adventures, logic 
puzzles and fantasy role-playing. □ 
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Mantis 


Pestilence in Pittsburgh 

By Richard Lawrence 



Designed by 

Paragon Software 

Published by 

Microplay 

Systems 

PC 

Graphics 

256 color VGA 

Supports _ 

Most sound cards 

Notes 

A CD ROM version 
featuring additional 
speech and graphics 
will be released later 
next month 


L ong, long, ago, there was a game 
for the Amiga called Warhead. 
It was a polygon rendered space 
combat simulator, and featured realis¬ 
tic flight dynamics. It was a one disk 
game, under 800K in total size. 

What would happen if someone took 
that game, grabbed a SoundBlaster and 
sampled a bunch of speech, used a 
frame grabber on a videotape of some 
character actors, and made 3-D render¬ 
ings of some animations? According to 
Paragon Software, the end product is 
Mantis. 

Making a fist off it 

XF5700 Mantis Experimental 
Fighter, or Mantis for short, comes on 
eight 1.44 diskettes, and eats about 20 
megabytes of disk space. The game 
revolves around Viper, a hot shot pilot 
from Pittsburgh (there are references to 
Pittsburgh throughout the game, even 
down to a plug for the Pittsburgh Pen¬ 
guins, which may have something to do 
with the fact the authors reside there). 
Viper is a member of F.O.E., Fist Of 
Earth, a worldwide combat force formed 
after the evil Sirians invaded and killed 
off most of the world population. The 
Sirians are an insect race that has a 


nasty habit of incubating inside humans 
and eating them after they hatch. This 
rather impolite behavior has caused the 
earth to declare war on them, and build 
the Mantis superfighter, a highly ma¬ 
neuverable machine that can carry a 
huge assortment of weapons. The Man¬ 
tis is launched from Solbase, a large 
space station orbiting near earth. 

The typical mission (the box claims 
there are over 100, but only 70 were 
needed to complete the game for this 
review, with 270 kills credited to Vi¬ 
per) involves three main phases: brief¬ 
ing, combat, and debriefing with a pos¬ 
sible animation sequence. 

Weapon philosophy 

Briefing is basically a small anima¬ 
tion of a commander waving a pointer 
around at a map saying ‘There are aliens 
at point X, go and get them. Shoot 
straight, dismissed. 1 This formula held 
for about 90% of the missions played to 
reach the end of the game. There were 
a very few escort missions mixed in, but 
never as complicated or with clear goals 
beyond ‘kill the bad guys’ as in the 
Wing Commander series. There are 
no incidental dangers, like mine fields 
or asteroids. 


After briefing there is a configura¬ 
tion screen for the ship that allows 
changes in armament. The basic phi¬ 
losophy here should be to carry as much 
high powered weaponry as possible. 
The default configuration has four Data 
Pods in it, but these are only used in 
about four missions with clear warning, 
so the best idea is to drop them and pick 
up as many nuclear missiles as the ship 
can carry. After this there are a couple of 
rendered animations of the ship launch¬ 
ing and going into quad-jump (which 
gets the ship to the point of combat). 

The heart of any game like this, as 
was true with the Wing Commander 
products, is the combat phase of the 
game. Mantis has some major differ¬ 
ences here that many simulator pilots 
will have a hard time adjusting to. The 
most important thing is that Mantis is 
‘realistic’ - that is, the space ship en¬ 
counters no friction, so once thrust is 
applied the resulting velocity vector 
will remain constant until counteracted 
by another thrust. When fighting more 
than two enemies, it’s nearly impos¬ 
sible for a human pilot to compensate 
for the multiple vectors incurred by 
thrusting for position, with the result of 
the typical player being completely lost 
after manually flying around for a few 
seconds. Fortunately, the designers 
programmed a complete set of autopilot 
modes into the game, which allow the 
player to compensate for this. The 
autopilot can turn towards the target, 
automatically pursue it, adjust relative 
zero (more on this later), face towards 
forward motion, face away from for¬ 
ward motion, and stop the ship relative 
to zero. 

Less than zero 

Without the relative zero option, 
combat would be extremely difficult. 
What this does basically is make the 
computer think that stopped means to 
go the same speed and direction as the 
current target. So to pursue a typical 
target, the pilot selects mode 5, adjust 
relative zero to target, then 9, stop the 
ship relative to zero, and then either 2 
(turn and face the target) or 3 (automati¬ 
cally pursue the target). 

Another feature that assists the pilot 
in visualization the speed and direction 
of the ship is a false starfield that is 
displayed when the ship is moving. 
When thrust is applied, a field of small 
green dots appears and rushes past the 
player. If the ship is going fast, the dots 
turn red and move faster themselves. 
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Bridge 7.0 is a complete bridge-playing 
program which allows you and your 
computer partner to bid against two 
computer opponents and then play out the 
hand. It is the ideal way for the beginner to 
learn to play bridge, and for the more 
advanced player to get in a few hands 
without having to round up three other 
persons. Many new features have been 
added to further refine this classic com¬ 
puter program: 

• Digitized hi-res color card graphics. 

• Mouse or keyboard input. 

• Hint key tells what to bid and why. 

• Take-back any bid or play. 

• Auto bid and play. 

• User selectable strong or weak 2 bids. 

• Standard American 5 card major bidding, 
Stayman and Blackwood conventions. 


• Digitized speech for all players. 

• Play contract or duplicate bridge, or 
the game that started it all— whist! 

• Modify player's bidding style. 

• Powerful hand editor for setting up or 
modifying hands. 

• Complete review of bidding and play 
with option to print. 

Bridge 7.0 for IBM or Macintosh has 

a suggested list price of $49.95. 


Bidding is a snap with point and Click mouse 
interface or keyboard input. 



Artworx Software Co., Inc. 

1844 Penfield Rd • Penfield NY 14526 
(800)828-6573 (716)385-6120 



Life-like high resolution digitized card graphics 
add to the realism of the program. 







































ADVENTURE 



The speed, color, and direction of this 
field shows where the ship is facing 
relative to the current movement. For 
instance, if the dots where moving left 
to right across the screen, and were red, 
then the player would know that the 
ship was facing perpendicular to the 
direction of movement and that it was 
currendy moving fast. This is a nice 
feature to compensate for the lack of a 
horizon, but would have been much 
better served by higher resolution dis¬ 
play. At 320 by 200 the dots are large 
enough to be a distraction at times. 

Combat moan 

Graphics in combat are purely poly¬ 
gon rendered, as opposed to the 
bitmapped over polygon system used in 
Wing Commander. The Wing Com¬ 
mander system gives more variety in 
appearance, but the polygon system for 
Mantis is well done and is fast. On a 
386/33Mhz system, slow down was 
never a problem even in later missions 
with 20 or more targets. The various 
cockpit displays can be turned on or off, 


and side/rear views are available. In¬ 
formation needed during combat is 
clearly indicated on the screen, and is 
easy to read and decipher even in the 
heat of battle, including the all impor¬ 
tant Missile Lock indicator, which 
shows how many missiles are currently 
tracking the Mantis. 

Unfortunately, despite a good graph¬ 
ics engine and reasonable control ergo¬ 
nomics, combat just doesn’t feel like 
combat in Mantis. The typical combat 
sequence is simply a series of autopilot 
commands issued in sequence, waiting 
for range to the target, and pressing 
enter to fire. During the 70 missions 
played for review, there were literally 
tens of missions successfully performed 
where no manual interaction was used 
besides running from missiles. If Man¬ 
tis were a flight simulator, then all of 
the combat would be BVR (beyond 
visual range). Once the ship is close 
enough to actually see enemies and fire 
with guns, it is in the ‘please hit me with 
a missile’ range. 

The Blue Squad, which Viper flies 
with most of the time, doesn’t contrib¬ 


ute much to combat. They like to use 
guns, which are highly ineffective in 
quick elimination of targets. Further, 
they simply never get killed, or get 
many kills themselves. The enemy 
seems to only target the player, never 
wingmen, even if the wingmen are cur¬ 
rently pounding away at the space 
equivalent of an enemy aircraft carrier. 
All of these factors detract from the 
enjoyment of the combat sequence, and 
make it seem like control and interac¬ 
tion by the player is very minimal. 

Going beserk 

After combat is finished, the player 
is shown a screen that determines suc¬ 
cess of the mission, number of kills, 
number of kills by wingmen, and other 
statistics. After this screen may come 
one of the many animated sequences of 
the game. These were apparently digi¬ 
tized from a VCR badly in need of a 
head cleaning, as the images are ex¬ 
tremely grainy. Further, the story lines 
presented often are not resolved during 
the course of the game or made no 
sense. Viper has a barmaid chasing 
after him, but also has his fiancee on 
board Solbase. No clues as to what 
eventually happens. At one point, the 
Blue Squad cussed Viper out for lack of 
performance, despite the fact he had 
more kills than the three of them com¬ 
bined! During one sequence, the player 
is shown Viper waking up at night, and 
a Sirian popping out of the back of some 
woman. Was this his fiancee? The 
barmaid? His mother? The game never 
tells. 

If this is the ‘plot’ of Mantis, it falls 
far short. Characters are liberally bor¬ 
rowed from classic science fiction - for 
instance, an R2D2 type robot called 
ARMS, and worse, a direct copy of the 
giant robot killers from Fred 
Saberhagen’s Berserker books (even 
called a ‘Berserker’ in the game!). Not 
to mention the fact the alien menace is 
a repackaged version from the Alien 
movies. 

Mantis tries to do too much in too 
many directions at once. There is the 
basis for a solid combat game here, with 
some tweaks to make the player more 
important and interactive in his role. 
With better storyboarding some of the 
subplots may have played out well, but 
neither is currently the case. It is thus 
impossible to recommend a game that 
needs such improvement. Mantis was 
deleted from the hard drive directly 
after this review was finished. □ 
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The first continuous-movement 
3D-dungeon, action fantasy! 
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(Computer Game Review) 

The dirt looks dirty and the marble is cold and hard to the touch. Realism is the keynote to this 

dungeon. Underworld appeals to gamers who want an extra dose of virtual reality and who relish the exploration 

of a new , magical universe. ” 

(PCGames) 

4 Tiptoes right along the edge of virtual reality. Get a taste of what thefuture has to offer. ” 

(Atlanta Constitution) 

'The 3D perspective lends an element of virtual reality not seen in otherfirst-person adventures. A rich texture of 
character and story detail combine to keep a determined adventurer involved for hours. ” 

(Los Angeles Times) 

'This is the nearest anyone could get to going down a medieval dungeon without wearing a cast-iron codpiece and 
doing itfor real. A masterpiece. ” 

(England's Ace Magazine) 


Visit your favorite software retailer or call 1-800-999-4939 for MC/VISA. 
Now available on all popular MS-DOS disk formats including CD-ROM! 


© Copyright 1992 ORIGIN System*, Inc. Ultima i* 
a registered trademark of Richard Garriott. 
Underworld and the distinctive ORIGIN logo are 
trademarks of ORIGIN Systems, Inc. ORIGIN and 
We create worlds are registered trademarks of ORI¬ 
GIN Systems, Inc. 
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Lure of the Temptress 


Diermot’s tale 

By Theo Clarke 



Designed by 

Dave Cummins 

Devel oped by 

Revolution Software 

Published by 

Virgin Games (UK) 
Konami (US) 

Systems _ 

PC, Amiga and Atari 

PC Graphics 

EGA, VGA 256 color 

Supports _ 

AdLib, Roland, 
SoundBlaster, Thunder 
Board, Mouse or 
keyboard 

Notes 

Thanks to Robert 
Williams for his help in 
completing this game 


T he Kingdom was at peace. Af¬ 
ter decades of unrest the King 
had united his quarrelsome 
subjects. Now, under his just rule, pro¬ 
tected by the sea and the mountains, the 
people prospered and the crops flour¬ 
ished. The King and his companions 
had visited Diermot’s village while 
hunting which gave the peasant a few 
day’s easy pickings as a beater. Whilst 
there, the King learned of an uprising in 
the far off town of Tumvale. 

A beautiful young enchantress named 
Selena had orchestrated a revolt. It all 
sounded very exciting but far too dan¬ 
gerous for Diermot. He saddled his 
pony and made haste to slip away un¬ 
seen but the stupid beast had sensed the 
mounting tension and despite his pro¬ 
tests he was soon with the King’s guard. 
As dawn’s cold fingers reached into the 
sky the King’s army drew close to 
Tumvale. Through the morning mist 
they could hear the howls and bellows 
of the approaching army but it was not 
until their vague forms drew near that 
they realised that Selena had rallied an 
inhuman horde. It was Diermot’s first 
encounter with the Skorl. 

There, on a small hill above Tum vale, 
the King fell and was buried by those 
few companions who survived the battle. 
The town fell victim to Selena and the 
Skorl. Diermot was knocked uncon¬ 


scious when he fell from my terrified 
mount. He came to his senses a prisoner 
in Tumvale’s squalid dungeons. Lure 
of the Temptress is Diermot’s story. 

Unfortunately the story starts with a 
stupid protection system typical of many 
UK games. The player has to enter the 
page numbers of two reproductions of 
sprites. The sprites are colored but the 
reproductions are small and mono¬ 
chrome. 

There are thirty-three to choose from 
and many of them are similar. Not very 
similar, but close enough to muddle a 
tired player who has not appreciated the 
subtlety of the differences. Most game 
players appreciate the necessity for soft¬ 
ware protection but it need not be so 
complex. Fortunately, in this case the 
problem only arises at the beginning of 
each play session. 

So, after a pleasant pictorial intro¬ 
duction with subtle imagery and deli¬ 
cate music, the player answers the pro¬ 
tection puzzle and finds Diermot in his 
squalid cell. The first puzzle is how to 
escape from the cell, recruit an assistant 
and leave the dungeon. 

Exploring Diermot’s environment 
is simple. As the mouse pointer touches 
any interesting item, text appears at the 
top of the screen. Thus, in the rudimen¬ 
tary confines of the cell the only inter¬ 
esting elements are a door, a window, a 


torch, some straw and a crack in the 
wall. Clicking the left button yields a 
description of the current item. The 
right button presents a menu of interac¬ 
tions with the item. The menu is contex¬ 
tual. Diermot can get or pull the torch 
but he cannot drink it so only the two 
possible actions appear on the menu. 

Outside the dungeons is the town of 
Tumvale. It is very small. There are 
fewer than a score of inhabitants and 
only twice that number of scenes. De¬ 
spite this, the game does not feel 
cramped. Diermot wanders through the 
animated graphic adventure with his 
sidekick Ratpouch and can converse 
and trade with all the citizens that he 
meets. These citizens also wander 
around independently and hold conver¬ 
sations that do not involve Diermot 
himself. Ratpouch is particularly enter¬ 
taining in his conversational gambits as 
he tries to persuade publicans to trans¬ 
gress the by-laws by selling alcohol to 
one of such tender years. 

The characters are caricatures but 
they are sophisticated examples of their 
type. Gwyn the local gossip and the 
senile Catriona have long uninter¬ 
ruptible speeches once triggered 
whereas the sullen Morkus tends to 
taciturn abuse. 

The puzzles are simple but varied 
and there are few circumstances that 
threaten Diermot’s life. If the Skorl 
guard catches Diermot before he leaves 
the dungeons or if a Skorl finds him in 
the secured home of the vanished magi¬ 
cian the game is over. He can alsodie in 
combat but these events are rare and 
avoidable. Most of the puzzles can be 
solved by talking to all the characters 
and giving them things. Saying the wrong 
things to some characters will make 
them unhelpful later but there are no 
dead ends arising from inappropriate 
gifts. Characters refuse to take things 
that they do not want or need. This 
makes it possible to solve most of the 
puzzles by methodically talking to ev¬ 
eryone and giving each of them every¬ 
thing. This would only be a shortcom¬ 
ing if the puzzles were illogical but that 
is not the case here. 

A few examples will serve to illus¬ 
trate the logical flow of the puzzles. 
Diermot is given an artifact soon after 
he arrives in the town. The sign outside 
one of the establishments depicts the 
artifact and the proprietor will be de¬ 
lighted to receive it as a gift. Similarly, 
one of the characters has come to 
Tumvale to gain fortune by slaying a 
dragon but has abandoned the quest. 
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ollowing the award winning classic, Red Baron, the Great War 
Planes series continues with Aces of the Pacific. Step back into 
history with the men and machines ofW.W.II combat in the Pacific. 
Up against enemy fighters and aces, you’ll intercept bombers, dive- 
bomb enemy carriers, launch ground attacks to cripple the enemy air 
bases and experience the terror and exhilaration of carrier landings. 


Tangle with legendary aces such as Greg “Pappy” Boyington, Hiroyoshi Nishazawa and 
Americas highest-ranking ace, Richard Bong. 


Over 30 meticulously researched vintage aircraft, including the A6M Zero, the F4U 
( orsair, the P-38 Lightning, the F6F Hellcat, the P-47 Thunderbolt, the 
SBO-3 Dauntless Dive Bomber, the B5N Kate Torpedo Bomber, and many more. 


Fly for either America or Japan, experiencing the sights and sounds of air combat in the 
Pacific: ( arrier deck landings and take-offs, torpedo dive bombing, mid-air explosions and 
billowing clouds of smoke. 


* Play a quick single mission or enlist for the till tour between 1941 and 1945. 

* A powerful Mission Recorder lets you save an entft* mission to disk and then 
into the simulation at any point to begin playing again! 


"The Benchmark of the '90's for Fligltt Simulation. 
Shay Addams , Simulations! Magazine 


★ A magnificent 240 page manual, complete with a detailed historical overview of the war, 
photos, war maps, pilot profiles, air combat tactics of the era and over 25 color pages of 
aircraft illustrations. 


"Aces of the Pacific is to Red Baron what the Corsair 
was to the Fokker Tri-Plane" 

Computer Gaming World. 
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f ollow the sun and the scent of coconut oil straight to Fort 
Naughtytail where Ernie Eaglebeak parties hardy with his 
fraternity pals in this high energy seaside romp. Ernie is 
hoping to find sand in all the wrong places, but ends up 
battling a rival fraternity from back home in a series of zany 
beach contests complete with gorgeous babes, wet T-shirts, 
mud wrestling and body surfing. 


VESA compatible Super VGA 
support. 


Welcome to the Royal Intesta 
Hotel ... 


rnie must use his wits and a healthy dose of magic to 
save the honor of his fraternity. There's a lot to do, and the 
Ft. Naughtytail Police Dept, is desperately trying to 
keep everyone from doing it! 


... where you can relax after a 
day on the beach... 


Richly detailed environment 
allows unlimited exploration. 


256-color VGA! Stunning original 
art plus digitized u Girls of Spring 

Break ." 


H LEGEND 

9 ENTERTAINMENT COMPANY 


...or enjoy the finest in evening 
entertainment. 


© 1992 Legend Entertainment Company 
Spellcasting 30V SPRING BREAK p trademark t>t' 
Legend Entertainment Company. 

ALL RIGHTS RESERVED. Actual VGA graphics shown. 


14200 Park Meadow Drive, Chantilly. VA 22021 
Distributed by Accolade. Inc. 

To order, visit your local retailer 
or call 1-800-245-7744 
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When Diermot needs to enlist the 
dragon’s aid this person is a useful 
source of information. 

Part of the game’s simplicity lies in 
the linear nature of the puzzles. Diermot 
must escape the dungeon. Then he must 
find the location of a missing maiden. 
Once her fate is known he must free her 
from captivity. The completion of each 
small quest opens up the clues for the 
next problem. This artifice allows the 
designers to limit the conversational 
gambits naturally. There are nevermore 
than four options for any speech by 
Diermot. This feels right, however, be¬ 
cause neither he, nor the player, has 
many issues on their mind at any time. 

Lure of the Temptress is small but 
almost perfectly formed. The sound 
track is simple but effective and the 
graphics are excellent. The sprites and 
the backgrounds show careful design 
and skillful rendering. The graphics use 
particularly effective variations of at¬ 
mosphere. The dungeon looks dank. 
The village square feels central. The 
caves are menacing and the magician’s 
abandoned house seems neglected. This 
manipulation of mood greatly enhances 


the game. Similarly, the dialogue is 
convincingly well-observed and is only 
marred by a few unforgivable typo¬ 
graphical errors. 

The games shortcomings are very 
few. It would have been good to have 
had more music despite the effective 
sound effects. The greatest weakness, 
however, is the speed of transition be¬ 
tween scenes. It is all very well showing 
a floppy disk icon or a clock whilst disk 


access or processing occurs but these 
should have been barely noticeable on 
the 33 MHz review machine with an 
accelerated graphics card and fast hard 
disk. It is hard to imagine what could 
have been causing the delay but even 
these interruptions were not sufficient 
to mar my pleasure significantly. Expe¬ 
rienced adventurers may find the puzzles 
insufficiently demanding but the game 
stalled me a few times. □ 



The Board game of GO is savored by 
over twenty-five million players, who 
treat it as both an enjoyable recreation 
and a serious exercise in logic and 
philosphy. 

GO can be learned in minutes and is 
taught in elementary schools in Japan. 
However, expect to spend the rest of 
your life mastering this incredable 
game. 

GO is played by two oponents who 
alternate play black or white stones on 
the vacant intersections of a grid at¬ 
tempting to surround empty points 
while also thwarting one another. 

Whoever incloses more vacant inter¬ 
sections at the end of the game, wins. 


DOS Version Hercules, CGA, EGA, VGA 
mouse, 512K RAM 


tym WINDOWS 3.1 Compatible 5 

H8» 


MASTER 



Phase late opening 
rtldgame Potential 
Black 129 Whlte 92 
Greatly favors Black. 
Week Black: -7 Weak 
Whitt: -8 
Ending Territory 
Black 41 White 32 
Kills Black 0 White 0 


Winner's margin -3 
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NEMESIS Deluxe combines GO Master (basic GO player and 
teacher) with Joseki Genius ( corner openings) and Tactical 
Wizrard (life and death) tutorials, for the most complete GO 
teacher avaiable. 


"It’s is very much like play¬ 
ing against a real person.” - 

PC World 

“1989 Strategy Game of 
the Year...” - MacWorld 

Chaos ManorUser’sChoice 
Award - Jerry Pournelle, 
Byte 


To order call 
1- (8001-7534263 

TOYOGO, INC. 

Post Office Box 25460 
Honolulu, HI 96825-0460 

(800) 869-6469 
(808) 396-5526 
(808) 396-4126 (FAX) 
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ADVENTURE 


BLOCK 

BUSTERS 



Forge of Virtue: Add-on 
disk for use with Origin’s 
Ultima VII 

I t seems that a mysterious island has been raised from 
the depths by a slightly quacky mage named Erethian. 
The island is none other than the one sunken during 
one of the earlier installments of the Ultima series. And, 
most ominously, there is a dark presence gathering on the 
island, which must, according to Erethian, be subdued 
forever. 

The Island (really three islands) is located south-south¬ 
east of Brittain. On the main island, there is a castle where 
Erethian can be found. Talking to him will get the quest 
underway. The player should also examine the cracked 
mirror, and the three grand statues in the northern hall. 
The player will discover that to accomplish the task of 
ridding the world of that old enemy. Exodus, three tests 
must be completed. 

Test of truth 

The first Test, the Test of Truth, can be entered by 
talking to the northernmost statue. The maze that the 
player is transported to is not large, but is full of false 
passages and tricks. The solution can be found by follow¬ 


ing the corridor until reaching the large main chamber, and 
probing the northern wall for a secret passage leading 
north. There one will find the Amulet of Truth, and will be 
whisked back to the statue for an increase in attributes. 

Test of love 

Double clicking on the northeastern wall of Erethians 
chamber opens up the passage to the Test of Love 
moongate. After being transported, one will find two stone 
golems, one of whom has been smashed. 

After speaking with the living golem, the gather two 
buckets and a pick and obtain the books from the cottage 
for they will be needed later. 

To find the Tree of Life the golem spoke of, the north¬ 
ern dungeon needs to be entered. Following this around, 
one will emerge into a clearing where a backpack lies. 
Stepping into this clearing will transport one to the dun¬ 
geon that leads to the Tree of Life. 

At the tree, place the first bucket at the southeastern 
foot of the rock, then 4 use’ the pick on the tree, not on the 
rock. Then gathering up the first bucket and replacing it 
with the second, the procedure will be complete. Return¬ 
ing to the Golems, the books will outline what must be 
done to breathe life into the dead Golem. 

After obtaining the heart and spilling the blood on the 
rocks (as outlined in the book), double click on the dead 
Golem and put the heart into the ‘body’ box. Then, using 
the scroll that fell out of the books, the dead Golem will be 
restored. 

However, it seems that the restored Golem is not happy 
about his brother sacrificing his heart to give him life, and 
asks help in bringing him back from the dead. So returning 
to the Tree of Life again and striking it with the pick, the 
player gets a Heart to give to the Golem. Repeating the 
ritual of blood and using the scroll will complete the test 
(the golems must be talked to after restoring them to gain 
the amulet of Love). 

Test of courage 

The final test involves the only significant dungeon in 
the entire quest, but is not very complex compared to the 
dungeons located elsewhere in Brittania. 

Go through the dungeon until the two helmets set atop 
pedestals are reached. Switching these helmets will cause 
a secret passageway to open, where a fierce dragon can be 
found. The dragon must be fought, however, and the gem 
gained from it’s mouth. 

Returning to the castle (it makes sense to cast a ‘mark* 
spell here to avoid having to return through the entire 
dungeon) and talking to the demon in the mirror and 
Erethian will enable one to construct a sword to house the 
gem. The sword must be heated by using the bellows many 
times, struck with the hammer on the anvil several times, 
an immersed into the water. Then, having captured the 
demon into the gem and placing the gem on the sword, the 
player can return to the dragon, and use the magic sword 
to slay him. Gaining the Amulet of Courage, the Test is 
complete. 

Finally, all that remains to vanquish that old 
ArchEnemy is to destroy the Dark Core, and send Exodus 
to the fiery abyss. □ 
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Fill In The Face Of Reality. 




Whether you’re diving blind through fog to find a 
runway or loop-de-looping to save your tail, get your 
hands on VIRTUAL PILOT, the flight yoke that looks 
and feels exactly real... because it is. Designed by an 
airplane builder, VIRTUAL PILOT flies any simulation or 
game that supports a joystick. Works with all IBM and compatibles. And you won’t have 
to fly halfway around the world to buy it. Just buzz your local store. 





ADVENTURE 


Quest for Glory III 


The world is populated by a number of 
interesting characters, many of which 
will have useful information or items to 
offer. The city of Tama boasts a level of 
civilization similar to ancient Egypt 
complete with a trading bazaar and an 
inn. 


Designed by 

Corey Cole 

Published by 

Sierra On line 

Systems 

PC 

Graphics 

VGA 

Supports 

Most soundcards. 
Mouse 


The Wages of War 

By Joseph Boone 



Q uest for Glory III, the Wages 
of War is a fairly typical 
Sierra game in most respects. 
The Quest for Glory series sets itself 
apart from other Sierra adventures by 
adding some elements of traditional 
CPRG’s but the overall look and feel of 
the gaming experience isn’t changed 
too drastically. The good news is that a 
typical Sierra game is not exactly a 
lousy product and each new game seems 
to hold some small new advance over 
the last. 

Life with the lions 

The story begins where Quest for 
Glory II, Trial by Fire left off. Our 
hero has little time to rest on his laurels 
and quickly gains a new mission after 
returning with Rakeesh, the liontaur, to 
the city of Tama. A war is brewing 
between two human tribes and Rakeesh 
wants to end it before it can even begin. 
Without giving too much away, it soon 
becomes obvious that the two tribes are 
being manipulated into war and the real 
enemy must be revealed and thwarted 
for peace to prevail. This will involve 


travel to exotic sights, plunging fear¬ 
lessly into danger, using brains as well 
as brawn, and more. 

Playing the role 

The setting for this adventure is a 
mythical land somewhat akin to Africa. 


In contrast is a nearby village com¬ 
plete with spear throwing warriors and 
a more primitive lifestyle. In both places 
honor is important, however, and the 
inhabitants share a nobility of spirit that 
helps one believe that they have more in 
common than outward appearances 
might otherwise indicate. Conversation 
is an important portion of the game and 
the fact that so many characters are both 
likeable and interesting helps a great 
deal. 

Talking heads 

While Quest for Glory III has a 
heavy dose of adventure game in its 
format, we should not overlook the fact 
that it also contains plenty of RPG 
elements as well. The character devel¬ 
opment system allows for a choice be¬ 
tween one of three professions; fighter, 
mage, or thief. The player can then 
decide to allocate a limited number of 
points to various skills. Better still, 
these different skills and professions 
allow players to take different ap¬ 
proaches to game situations instead of 
forcing all comers to perform the same 
actions in the same way. This allows a 
degree of individuality in style of play 
that is not seen often enough in RPG’s 
or adventure games. 

If Quest for Glory III has a weak¬ 
ness, it is the combat. While not awful, 
it is also not particularly engaging. The 



0 wondrous and 
worthy hero of 
hundreds! 0 
unbelievably great 
and glorious Plaster 
of millions! I an not 
worthy even to sniff 
your behind. Please 
take pity upon this 
pathetic, piddling, 
pest-ridden, 
penniless pauper of a 
pooch. 
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If you thought "Harpoon" was a masterpiece, 
take a look at our latest work in oils. 




a PaTRIOT 


system provide authenticity that other wargames can 
only dream ot 

And future Battlesets make PATRIOT expandable: 
always combat-ready for future global conflicts. Like 
World War III in Europe or land wars in Asia and 
South America. 

A revolutionary simulation as current as the mom 
ing headlines.That’s PATRIOT. But what^ 
else would you expect from the 
creators of HARPOON “? 

To order, visit your favorite soft- I 
ware retailer or call 409-776-2187. 

trademarks of their respective owners, 

C1992 Three-Sixty, Inc. All rights reserved 


PATRIOT" is more than the most authentic re-creation of 
Desert Storm ever made. PATRIOT " is the definitive land 
warfare simulation for the IBM PC. 

With its initial BattleseC you’ll engage in the “mother 
of all battles” as Coalition forces meet battalion-to-bat- 
talion with the defiant troops of Saddam Hussein. 

Command over 2000 units from either the Coali¬ 
tion or Iraqi side — the most lethal high-tech arsenal 
of firepower ever to scorch the face of the Earth. 
Stunning 256 color Super VGA graphics capture the 
fury of modern ground warfare as never before. A 
state-of-the-art database, interface and mapping 

Harpoon and Patriot are registered trademarks of Three-Sixty. Inc 
All other product and corporate names are trademarks and registered 
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Power Politics 

Now YOU Run for President! 


The 

Presidential 
Election Game 
for Windows 


4^ A completely detailed presidential election 
simulation. You plot the strategy and run 
your candidate's campaign like a real-life cam¬ 
paign manager. 

4f Run for president yourself or create custom 
candidates with the Candidate Builder. Rate 
your own candidate's campaigning abilities 
and stands on the issues, then test them in a 
real election. 


4^ Pick any candidate since 1960 and change 
the course of history. Kennedy vs. Nixon, LB) 
vs. Goldwater, Carter vs. Reagan, Bush vs. 
Clinton. Set up your own what-if scenarios 
pitting historical candidates against the politi¬ 
cians making headlines today. 

14^ Play the game that gives you a look into 
the future, predicts election results and 
assures your role as political pundit. 


Cineplay Interactive, Inc. 

2580 NW Upshur Street 
Portland, OR 97210 
(503) 223-4449 

Distributed by Interplay Productions 

Cineplay Interactive™ and Power Politics™ are trademarks of Cineplay Interactive, Inc. 

€1992 Cineplay Interactive, Inc. Windows™ is a trademark of Microsoft Corporation. 







ADVENTURE 


available options are few and 1 just 
never felt drawn into the conflicts. For¬ 
tunately, fighting is not the prime method 
of progressing through the game but is 
just one element. While the combat 
system doesn't add much it is not promi¬ 
nent enough, nor bad enough, to be a 
serious detri ment to the game as a whole. 

The most obvious improvement in 
Quest for Glory III is in the graphic 
presentation. The clay modeling ani¬ 
mation first seen in the VGA re-make of 
the original Quest for Glory is used 
again but the technology is utilized to 
better effect this time. 

The talking heads that appear dur¬ 
ing conversations are incredibly life¬ 
like. Without using digitized photo¬ 
graphs it is hard to imagine a much 
more realistic or appealing image. In 
addition to the amazing character por¬ 
traits we continue to see background 
paintings that are as good as anything 
on the market and better than most. 

The soundtrack does an excellent 
job of setting the mood for each scene 
without ever becoming intrusive. Per¬ 
haps the highest praise I can offer is that 
I occasionally find myself humming one 


of the ditties from the game. When a 
melody can latch onto my psyche like 
that then it has certainly proved its 
appeal to me. The sound effects are also 
of superior quality. 

Sound sense 

One could almost get bored talking 
about games from Sierra On-Line. The 
company consistently produces games 
that are relatively bug-free, boast out¬ 
standing graphics, unequaled audio, 
strong characters, and the ever present 
point-and-click interface. The only real 
question to ask when trying to decide 
whether or not to buy this product is if 
this type of RPG in adventure clothing 
will appeal. 

Hard core RPG fans who love hack 
and slash with lots of mapping should 
look elsewhere. 

For those who enjoy solving the 
puzzles of adventure games but are also 
looking for a bit of combat and a system 
that allows true character development, 
the game will be appear more attrac¬ 
tive. The wages of war offer rich divi¬ 
dends indeed. □ 





The War in Europe: 1939-1945 

"The best strategy/simulation of 1992" - Strategy Plus 
"High Command is one of the most exciting computer wargames 
I've ever seen" - CGW 


A Product of Colorado Computer Creations, Inc. 640K PC or Compatible Required: Only $44.95 
plus $4.00 for prompt UPS shipping and handling. Add $2.00 for Second-Day Air. Demo disk 
$5.00. Colorado residents add 3% sales Tax. Visa, Master Card, Discover, Personal Checks, 
and Money Orders Welcome. No CODs. Mail orders specify disk size. 


A Military, Economic, & 
Political Simulation of 
World War II in Europe 

Full-color scrolling tocticol map 
Full-color strategic mop 
Four scenarios plus campaign game 
Four tutorial, get-started scenarios 
Economic and political systems 
Variable game difficulty & complexity 
Variable computer ability & personality 
Detailed or quick combat resolution 
Complete or limited detection of units 
Simultaneous movement for fog-of-war 
Computer plays either or both sides 
Scenario editor coming soon 
No on-disk copy protection 

MicroTeth Phone:(719)593-1100 

4725 N Academy Blvd 10:00AM-6:0OPMMDT 

Colorado Springs, CO 80918 Monday Through Saturday 


Reader Service No. 74 






















Pro League Baseball 


Type blast 

By Joseph McCullough 


Designed by_ 

Dave Holt, Jeff Holt, 
Alan Stephenson 



Published By 

Micro Sports, Inc. 

Graphics 

VGA, EGA 

Supports 

Modem play, all major 
sound cards, mouse 

Players 

1-2 


Note _ 

Review based on 
version 1.1. Owners of 
version 1.0 can send 
their master disks to the 
address printed in the 
manual to receive the 
latest version. 


G round-breaking. Sure it’s a 
cliche, but the word fits Dave 
Holt and Micro Sports like a 
well-worn mitt. Pro league Football 
and All-American College Football, 
both released last year, became the first 
football simulations to offer true mo¬ 
dem play capabilities. Since their re¬ 
lease, the folks at Micro Sports have 
been focusing their energies on trans¬ 
ferring their modem-play expertise into 
different arenas. The result — Pro 
League Baseball; a capable baseball 
simulation that will appeal to those who 
value matching wits with a human over 
out-smarting a machine. 

Pro League Baseball was designed 
from the start to be a modem game. In 
fact. Holt says that close to 25% of the 
game’s code is devoted to telecommu¬ 
nications. The effort shows. Those fa¬ 


miliar with the company’s football 
games will be pleasantly surprised at 
the level of detai 1 underlying the game ’ s 
modem play features. The game in¬ 
cludes a dialing directory, upload and 
download capabilities (using Ymodem 
protocol), and the best chat mode I’ve 
seen in any computer game. 

Chat line 

Typing is almost always active, so 
comments and snide remarks can be 
traded at will. In addition, the game 
uses a different-colored font for the 
opponent’s remarks. This small detail 
does wonders for comprehension, as 
anyone who has ever been involved in 
an online conference can attest. 

As with Pro League Football, two 
types of modem play are supported: 


head-up and what Micro Sports calls 
‘online’ mode. Head-up modem games 
are full nine-inning games played against 
a human opponent. Each player sets the 
roster, the pitcher, and then makes all 
managerial decisions during the game. 
Online mode is less complex, and is 
designed to work in conjunction with 
leagues run via online information ser¬ 
vices. In this mode, the player acts as a 
general manager. He drafts his team 
using the game’s excellent Pro Draft 
module. He then can trade players using 
Pro Trader. Once the league’s commis¬ 
sioner has set the schedule, he asks for 
team rosters and pitching rotations for a 
set number of games. The player up¬ 
loads these files to the commissioner, 
and he replays the games using Pro 
League Baseball's Replay module. 

Power schedule 

There is no ‘game plan’ logic as in 
Pro League Football. That is, the player 
does not prepare for each game by fill¬ 
ing out a manager profile form. To do so 
for every game in a 162-game season 
would be madness. There is, however, 
the alternative of picking up at any point 
on the schedule and playing league 
games in head-up mode. This option 
can add excitement to the league once 
the end of the schedule rolls around. 

In addition to leagues formed via 
information services, leagues can also 
be created and executed using head-up 
play. The game’s League Set-up utility 
allows players to design a league with 
as few as two teams or as many as 26. 
Also, the schedule maker is flexible 
enough to allow each team to play an¬ 
other a minimum of twice or a maxi¬ 
mum of 14 times. With this kind of 
power, a small group of friends can 
easily set up a short season and play all 
games in head-up mode. 

All stats for league games are tracked, 
and can be easily viewed using the 
Leaders module. Fourteen hitting sta¬ 
tistics, 12 fielding categories, and four¬ 
teen pitching breakdowns can be viewed 
or printed. Team stats, league stats, and 
league standing are also available. 

It is quite evident that the depth of 
stats reporting available in Pro League 
Baseball rivals the best add-on disks 
available for other baseball simulations. 
What’s more, the game also offers Pro 
Draft and Pro Trader modules to round 
out the package. The draft program 
allows the player to select the teams 
included in the draft, choose either a 
descending or rotational draft order, set 
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a limit on the time allowed for each 
pick, and choose how many rounds the 
draft will be. 

Pro Trader supports the traditional 
one-for-one trade, but it also allows any 
manager to negotiate trades involving 
more than two players. For example, 
San Francisco drafts both Eric Davis 
and Darryl Strawberry, both sensational 
hitters and fielders. Unfortunately, they 
fail to draft a good group of closing 
pitchers. The managercould trade Davis 
for two or three pitchers, giving up a 
superstar but obtaining much-needed 
pitching. 

Blast off 

With such fantastic utilities and 
modem play to boot, the actual game 
module must be a knock-out, right? 
Well, let’s call it a qualified ‘yes.’ 
When playing via modem, or for that 
matter, when playing a friend on the 
same computer, the game is a blast. 
Playing against the computer, however, 
leaves one feeling a bit underwhelmed. 
The problem lies in the lack of play 
selection. Most strategy-only simula¬ 
tions inundate the player with strategic 
decisions. Micro League Baseball 4.0, 
for example, allows the player to create 


a custom play-book with up to 99 plays. 
Compared to that, Pro League 
Baseball's array of strategic decisions 
is spartan at best. 

On offense, the player must first 
choose how to bat. Batting strategy 
includes Hit Away, Steal (if a runner is 
on base). Hit and Run (also requires a 
base runner), and Bunt. Missing are 
choices for squeeze bunt and sacrifice. 

Next, the player must decide what 
pitch to anticipate. The more accurate 
the prediction, the better the chance for 
a hit. Computer pitchers have tenden¬ 
cies which a careful eye can discern. 
Had this not been implemented, trying 
to predict a computer player’s next pitch 
would be an exercise in futility. 

The final category on offense is base 
running. This can be either conserva¬ 
tive, normal, or aggressive. Aggressive 
running means the base-runners will 
always try for the extra base, so use with 
caution. In all, the offensive strategy is 
adequate, but there are times in the 
game, for example, when a sacrifice fly 
is desperately needed. Pro League Base¬ 
ball offers the player no way to make 
this call. 

Defensive strategy is also missing 
some key plays. The player can move 
the outfield in, but not out. What’s 


more, there is no way to shift the field¬ 
ers left or right to compensate for pull 
hitters. Nor is there an infield choice for 
double-play depth. 

Of course this could all be academic. 
The game’s logic probably makes inter¬ 
nal adjustments to compensate for any 
game situations. But shouldn't the aim 
of an interactive computer game be to 
suspend reality; to give the player a 
feeling of control? Pro League Base¬ 
ball comes up a bit short on this count. 

Modem meltdown 

The unique thing about this game, 
though, is that these concerns seem to 
melt away when playing via modem. 
The thrill of human competition more 
than compensates for any perceived 
lack of strategy. Some have argued, in 
fact, that any more strategy would cause 
long delays that would bog down the 
game. This further underscores the ob¬ 
servation that Pro League Baseball is 
first and foremost a modem play ve¬ 
hicle. It includes a computer opponent, 
but that was not how the game was 
intended to be played. 

No review would be complete with¬ 
out a word about the game's sound and 
graphics. Micro Sports has done a cred- 
iblejobon both counts. It’s no Hardball 
III, but Pro League Baseball offers a 
considerable amount of flash for a strat¬ 
egy game. The majority of the screen 
includes a realistic (although small- 
scale) mock up of the home team's 
park. Animation in the park is almost 
too small to be useful, but it is supple¬ 
mented by a simulated full-motion video 
screen which replays the previous play 
in great detail. In addition, those with 
sound cards can hear digitized com¬ 
mentary describing the play. The menu 
system and overall game interface is 
complex, due mainly in part to the small 
font used on some of the screens. Any 
feelings of confusion, though, wear away 
with familiarity. 

Pro League Baseball is a full-fea¬ 
tured simulation which finally brings 
true modem play to the ball park, and 
that fact alone puts it in a class by itself. 
But even without the modem play capa¬ 
bilities, the game measures up feature 
by feature to all but the toughest compe¬ 
tition. Those who don’t own modems, 
or who enjoy out-foxing a computer just 
as much as a person, will enjoy one of 
the more full-featured strategy games 
on the market. For the rest of us, though. 
Pro league Baseball is the game we’ve 
been waiting for. □ 
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PGA Tour Golf for 
Windows 
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Joseph McCullough hits 
the clubhouse 



PGA Tour Golf for Windows: DOS differential 


C omputer game companies have 
known for a long while that 
they could reap rich rewards 
by feeding the marketplace a steady 
stream of top-flight (no pun intended) 
golf simulations. More than any other 
genre of sports simulations, the golf 
game must have the widest audience. 
Computer hacks who have never even 
been on a golf course can be lured by 
stunning graphics and state-of-the-art 
programming. At the other extreme are 
the big money boys (and girls) who 
routinely sneak out of the office to hit 
the links. Then there’s the devoted week¬ 
end duffer whose day can be made by 
shooting par on that tough par three on 
the back nine of his favorite course. 

With such a broad audience, game 
companies have done their best to com¬ 
pete for that business. In the past six 
months, four new and improved golf 
sims have burst on the scene, all prom¬ 
ising greater golf realism. As the PGA 
Tour winds down and those in harsher 
climes retreat indoors, there is no better 
time to take a fresh look at what the 
market has to offer to satiate the hacker’s 
habit. 


Even in the midst of fierce competi¬ 
tion from more technologically advanced 
games, the original version of PGA 
Tour Golf held its own. With three 
well-designed courses, advice from the 
pros, challenging greens, and a tourna¬ 
ment mode, PGA Tour Golf was su¬ 
premely entertaining. Now, with the 
corporate world embracing Microsoft 
Windows as a computing savior, it was 
just a matter of time before games were 
ported over to this new computing stan¬ 
dard. 

Yes, PGA Tour Golf for Windows 
runs under the Windows operating en¬ 
vironment. Unfortunately, it doesn’t 
take enough advantage of Windows 
technology to make any significant ad¬ 
vances over its predecessor. Instead of 
residing in a resizable window, the 
playing area is fixed. Moreover, it 
doesn’t even take up the entire screen. 
This is nearly acceptable on a screen 
with 640x480 resolution, but unnerv¬ 
ing at anything higher. 

Honestly, short of improved graph¬ 
ics and sound (the game now supports 
VGA and most major sound cards), 
PGA Tour Golf for Windows is no 
different than the DOS version. Fans of 
the original may be so smitten with the 
DOS version’s charms that they will 
readily choose PGA Tour Golf for 
Windows when searching for an up¬ 
grade. My feeling is, however, that once 
they see the other games on the market, 
their loyalties will switch. 

Microsoft Golf 

Now this is how a Windows-based 
golf simulation should be! Imagine all 
the complexity and elegance of the origi¬ 
nal Links ported into a fully-function¬ 
ing Windows environment. That’s Mi¬ 
crosoft Golf. It’sall there—lush graph¬ 
ics, beautiful animation, sound effects, 
comments from the gallery, and an in¬ 
terface identical to that in Links. Yes, 
Microsoft Golf has the computing 
giant’s name on the box, but Access 
software was a partner in this endeavor. 
That’s why it looks so much like Links. 

In addition to all the features men¬ 
tioned above, the game makes excellent 
use of Windows’ underlying technol¬ 
ogy. The playing area can be moved and 
re-sized, and all the game’s supporting 
graphics (overhead view, golfer’s stance 
dialogue, etc.) can also be rearranged to 
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the player’s satisfaction. Moreover, Mi¬ 
crosoft Golf incorporates Windows’ 
excellent online help engine, so assis¬ 
tance is only a keystroke or mouse click 
away. 

1 only have a couple of complaints. 
First, the game is fairly slow due to the 
demands of a multi-tasking, graphics- 
oriented operating environment. This 
game taxes the computer. It even 
strained my 386-40, and I have a video 
card with a graphics co-processor. Also, 
it only comes with one course. Sure, 
others will be released later, but com¬ 
pared to PGA Tour Golf for Win¬ 
dows’ three courses, Microsoft Golf 
seems a bit unfinished. Nonetheless, 
players who have embraced Windows 
whole-heartedly will be amazed at the 



Microsoft Golf (above): 
beautiful windows 

Jack Nicklaus Signature 
Edition (opposite): advice 
from the pros 

Signature Edition 

With competition as tough as it is in 
this market niche. Jack Nicklaus Sig¬ 
nature Edition (JNSE) has staked its 
claim as the all-everything golf simula¬ 
tion. Want multiple courses? It’s got 
‘em. Want tournament play ? Got that 
too. What about a skins game? Check. 
OK - here’s one for you...what about a 
course designer? Yep, had it from the 
start. Advice from the pros - geez, man, 
look who’s on the box! OK, OK, I get 
the point! 

The fact is, no other golf simulation 
can equal JNSE in a feature-by-feature 
comparison. Where’s the catch? If I had 
to pick one, it would have to be the 


detail and playability Microsoft Golf 
has to offer. If Microsoft Golf is a 
symbol of things to come for the Win¬ 
dows environment, Windows converts 
may never look at a c-prompt again. 

.larlr Mirftrlanc 


game’s graphics. It’s not that they’re 
bad — we’re talking 256-color VGA 
here — but in comparison to the other 
games in this review (even PGA Tour 
Golf for Windows), they don't mea¬ 
sure up. They're drawn in low resolu¬ 
tion VGA instead of the superior high- 
resolutions found under Windows or in 
Links 386Pro. This makes the on¬ 
screen figures look boxy. 

Fortunately, the graphics don’t in¬ 
terfere greatly with game play. Putting 
may be a bit more difficult than in the 
other games, but that is a small price to 
pay for the wonderful features JNSE 
has to offer. 

Links 386Pro 

Just when 1 thought DOS-based 
games couldn’t get any better. Access 
released Links 386Pro and set the stan¬ 
dard even higher. Words like stunning, 
beautiful, and enchanting come to mind 
when playing this game. It is truly a 
technical marvel. But does all of this 
grandeur necessarily make an enjoy¬ 
able and playable game? Yes, but the 
admission price is steep. As the name 
suggests. Links386Pro requires at least 
a 386 computer with two meg of RAM, 
13 meg of free hard drive space, a 
mouse, and a Super VGA card and 
monitor. It works best on a 486 with 
eight meg of RAM and a super-fast hard 
drive. 

Given the system requirements, what 
does one get with Links 386Pro? In 
addition to the features found in the 
original. Links 386Pro offers a choice 
of male or female golfers, flexibility in 
choosing a screen lay-out, vastly-im¬ 
proved statistics, a saved shot feature, 
and a bow toward modem play. Games 
can be recorded and sent via modem to 
other players. The player can then shoot 


a round of golf with the recorded golfer 
as his opponent. Access has tied into the 
Computer Sports Network, an online 
service where matches and tournaments 
are organized using this unique record¬ 
ing feature. Tournaments have also been 
run on mainstream information services 
such as CompuServe. 

Links 386Pro, however, has traded 
game features for stunning graphics. 
There is no doubt that the game ap¬ 
proaches virtual reality in its recreation 
of the golfing experience, but where is 
the tournament mode, the skins game, 
multiple courses? The first two are pos¬ 
sible with the record feature, but there 
are still no PGA Tour professionals for 
the player to compete against. Addi¬ 
tional courses will come in due time, 
but at a price. 

For those ready to upgrade to a new 
golf game, the question of which to 
choose will ultimately come down to 
features. What is most important to a 
particular player? If he’s a dedicated 
Windows convert, there is really no 
choice other than Microsoft Golf. PGA 
Tour Golf for Windows is a noble 
effort, but it frankly doesn’t even be¬ 
long on the same shelf with Microsoft’s 
game. DOS-based players may already 
have their choice made for them as wel 1. 
If the machine can’t handle Links 
386Pro, then JNSE is a wonderful 
selection. 

Just because a player’s system can 
handle Links386Pro, however,doesn’t 
mean he should run out and purchase 
this game. Again, the question comes 
down to features. JNSE is a blast to 
play. Have a few buddies over and play 
the skins game. There’s nothing that 
can beat that experience. On the other 
hand, the gang will also be impressed 
with the realism that Links 386Pro has 
to offer. □ 
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SEX OLYMPICS? 


It’s time for the Sex Olympics to begin 
again. However, this year the infamous 
Dr. Dildo has entered the competition as 
part of his devious plot to control the 
Universe. If he can 
keep his batteries 
fully charged, he has 
an excellent chance 
of accomplishing his 
goal. Thinking quick¬ 
ly, Headquarters 
called upon Captain 
Brad Stallion, wooer 
of women, and eradi- 
cator of evil to represent the Earth in this 
inter-galactic frolic. And of course, Brad 
Stallion never goes anywhere without his 
legendary space ship, the 'Big Thruster". 

Have you completed your training for 
this important challenge? Are you pre¬ 
pared to become Captain Brad Stallion 
and go head-to-head with Dr. Dildo? Can 


you find and solve the puzzle of seducing 
nine different women before your oppo¬ 
nent? Can you solve the mystery of the 
CDG weapon? Can you find Dr. Dildo’s 
spare batteries before 
he does? Will you be 
able to control yourself 
in the hall of drones? 
These questions can 
only truly be 
answered by playing 
Sex Olympics. 

Sex Olympics com¬ 
bines sexual, tongue-in-cheek humor, 
adult (R-rated) graphics, unusual sound 
effects and an icon-driven point-and-click 
interface to create a game that’s a little 
different than your usual fare. Ib keep 
the game interesting, there are three 
different levels of play, and the locations 
of clues and objects change each time 
you play. 


Why not compete in the Sex Olympics , 
where a little metal medallion isn’t your 
only reward? 

Suggested retail price $39.95. Amiga, 
IBM and Atari ST versions are available. 
Available at dealers everywhere. 

If you can’t locate a copy of Sex 
Olympics at your local dealer, you can 
order one by calling: 

1-800-638-5757 



Free Spirit Software 
720 Sycamore St 
Columbus, IN 47201 
(812) 376-9964 
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Tom Landry Strategy 
Football 


A league of its own 

By John Harrington 



D esigned by _ 

Kerry Batts, assisted by 
Tom Landry. 

Published by 

Merit Software. 

Systems 

PC, Amiga 

PC Graphics 

VGA“ 

Supports 

Mouse, Ad Lib or Sound 
Blaster sound cards. 

Full modem and null 
modem play 

Players 

1-2 

Notes 

Hard disk 

recommended for the 
Amiga version 

Amiga specs: 1 MB 
RAM. Hard disk 
recommended. 


A glance through recent issues 
of this magazine has just re¬ 
vealed, seventeen gridiron 
games currently on offer. To sell well, 
any new offering would have to be the 
‘complete’ football game or one aimed 
at a hitherto neglected section of 
themarket. Tom Landry Strategy Foot¬ 
ball lacks the wealth of features to 
qualify as the best football game of all 
time, but it does seem to be the only 
introductory level game aimed at the 
strategy players rather than the arcade 
gamers. 

Permutations 

Even I, an ignorant Briton who 
thought double coverage on split ends 
meant using a shampoo and conditioner, 
managed to boot up and play several 
games without reference to the manual, 
thanks to the intuitive interface and the 
truly excellent context-sensitive online 
help. 

Sure, the game lacks some advanced 
features such as a playbook editor or a 
schedules creator, but in the field of low 
complexity football games this one will 
probably set the standard for the current 
generation. 


Like most football games there are 
three playing modes: human vs com¬ 
puter, computer vs computer and hu¬ 
man vs human. The all-human mode is, 
frankly, a waste of time played face-to- 
face as the downtime for the non-phas¬ 
ing player is substantial. This is be¬ 
cause the game is not played in real¬ 
time, which will also be of concern for 
modem play if either player likes to 
ponder. 

Sneak peek 

The computer vs computer mode is 
ideal for league play. With the snazzy 
graphics turned off the computer can 
rattle through a game in under 90 sec¬ 
onds and produce full stats, thereby 
allowing the player to zip through mean¬ 
ingless contests such as Indianapolis- 
San Diego without sacrificing the integ¬ 
rity of comprehensive end of season 
statistics. If only it were possible to 
trade players, edit player abilities and 
amend each team’s play-calling ten¬ 
dencies this would be an ideal game for 
play-by-mail as well. 

Playing against the computer is easy. 
Beating it is not so easy, depending on 
the quality of the team the computer is 


coaching. In keeping with the game’s 
bias towards the novice player a few 
‘cheats’ are available, such as being 
able to peek at the computer’s play¬ 
calling tendencies or having the com¬ 
puter announce its play before the player 
has to call his own play. 

The online help gives advice on all 
sorts of things, like the best sort of play 
to run from each type of formation. If 
this is not enough it is possible to call on 
Tom Landry himself to pick a play. 
Oddly enough, Tom often ignores his 
own advice. 

Play resolution can be in fast text or 
graphics mode. There is no joystick 
waggling involved (hooray!). Neither, 
unfortunately, is there any opportunity 
to call audibles, whilst another frustrat¬ 
ing feature is the refusal of all quarter¬ 
backs to look beyond the primary re¬ 
ceiver, although some QB’s will boot¬ 
leg in preference to throwing into cov¬ 
erage. 

Unless using the ‘cheat’ mode it was 
difficult for a Limey like myself to 
recognize the defensive coverages used 
against me, which was where the in¬ 
stant replay feature came in handy. It 
was also ideal for rubbing salt in the 
wounds of face-to-face opponents - an 
opportunity I was surprisingly able to 
take advantage of often when coaching 
Miami to shock victories over San Fran¬ 
cisco and Dallas. 

Zero rated 

I suspect fervent football fans will 
find the game’s attempts to provide 
silicon facsimiles of real-life players 
laughable but Tom Landry Strategy 
Football is not really aimed at the hard¬ 
core market. If it were, it would have a 
far larger playbook than the 26 passes 
and 11 running plays available to all 
teams. It would do more than just pay 
lip service to the importance of line¬ 
men, who are not even individually 
rated - which makes a nonsense of 
choosing whether to run inside right or 
left. 

Fortunately there are a number of 
good games already available for the 
hard-core football fan. Newcomers hop¬ 
ing to progress up complexity ladder 
could do no better than to first graduate 
from the Tom Landry Strategy Foot¬ 
ball Academy. □ 
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Jetfighter II 

The Official Strategy Guide 

By Steven Wartofsky 


T here’s a tricky balancing act to 
do when trying to put together 
a useful air combat strategy 
guide these days, particularly if it’s 
based on a particular software simula¬ 
tion: on the one hand, the writer has to 
compete with the highly technical works 
on the subject, such as Robert Shaw’s 


Fighter Combat ,; on the other, he has to 
avoid repetition of the information al¬ 
ready available in the manual. Beyond 
that, there’s a body of information gen¬ 
erally present now, due to the extensive 
detail about air combat tactics and tech¬ 
niques disseminated by the large manu¬ 
als accompanying a wide range of air 


combat simulations; anything a writer 
does has to presume familiarity with the 
essential techniques of air combat on 
the part of his audience. 

Pete Bonanni is probably uniquely 
situated to deal with all the above. A 
trained pilot himself, as well as a vet¬ 
eran of pc-based air combat simulations 
from the early days of Falcon onwards, 
he knows both how to take the fantasy 
embedded in the software and connect 
it to the realities of real-world practice, 
and how to discuss real-world techni¬ 
calities in a way that can easily be 
brought to bear on the limits and con¬ 
text of flying software. 

Jetfighter 11 - the Official Strategy 
Guide benefits immensely from being 
written by this guy, in other words. As 
a simulation generally considered less 
‘realistic’ than most, in Bonanni’s hands 
Jetfighter II suddenly takes on dimen¬ 
sions sim pilots might not have thought 
possible. For instance: 'You will notice 
that the F-23 has very benign stall char¬ 
acteristics. This is due to the swept 
wings. Swept-wing aircraft usually stall 
in anose-up-to-level attitude rather than 
pitching down into a steep dive like a 
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straight-wing aircraft.’ (p32) Or, 'The 
good news on strafe and rocket deliver¬ 
ies in Jetfighter II is that these attacks, 
even more than bombs, mirror the diffi¬ 
culty level of the same types of attacks 
in a real fighter. For this reason alone I 
like to strafe and shoot rockets in 
Jetfighter II. In the real jet we call it 
‘pipper discipline’ (pi 13). Such state¬ 
ments are characteristic of the book 
throughout, in that they blend the 
writer’s technical knowledge with un¬ 
derstanding of the features of the simu¬ 
lation seamlessly into vivid commen¬ 
tary that’s both useful and fun to read. 

The book is mainly divided into 
seven parts, and covers everything from 
the fundamentals of aerodynamics to 
the basic elements of effective mission 
planning, with all the main aspects of 
air combat training - maneuvers, de¬ 
fensive and offensive flying, weapons, 
and countermeasures management — 
discussed in enough detail to inform the 
reader without overwhelming him or 
her. 

The basics of Shaw’s classic work 
are all covered without the lapses into 
aerodynamic physics the latter writer 


includes as part of his more serious 
training program, and the particulars of 
air-to-air and air-to-ground weapons use 
are focused on effective techniques rel¬ 
evant to Jetfighter II. Bonanni covers 
the more abstract concepts behind ef¬ 
fective tactical play, in other words, 
from a gamer pilot’s rather than an 
engineer’s perspective, by organizing 
his discussion around what will make 
sense in the context of this particular 
simulation. 

After the main discussions of tech¬ 
niques, perhaps the most practically 
useful aspect of the book is the careful 
elaboration on each of the original 
Jetfighter II’s 125 missions (too bad 
the book didn’t wait until the new ad¬ 
vanced missions disk came out!). Since 
neither the manual nor the software 
include much more than basic informa¬ 
tion on the missions, these extra hints 
and tips on tactics will prove invaluable 
to those new to Jetfighter II who might 
feel frustrated with the guesswork of 
choosing good missions and proper tac¬ 
tics. Beyond that, there’s even some 
discussion of the most common 
gameplay questions asked, which helps 


clarify and solve the kinds of problems 
users might encounter either during 
installation or play. Technical issues 
relating to software use are covered in 
this discussion. 

Since I feel I know Jetfighter II 
pretty well by now (it remains one of my 
favorite sims), perhaps the best part of 
Jetfighter 11-the Official Strategy Guide 
for me is not the detailed and useful 
gameplay assistance, however, but the 
anecdotes that introduce each of the 
sections of the book. These anecdotes 
are neither old war stories grown long 
of tooth, nor Hollywood Tom Cruise 
missives full of arrogant macho male 
glory, but rather wonderful autobio¬ 
graphical tales of imminent woe, told 
by someone highly aware of the risks 
and rapid turn of events that take place 
even during ‘mere’ Fighter training. 

The readercomes away with a clearer 
sense of a real-world context not often 
discussed for air combat simulations, ie 
the arena of modem jetfighter training. 
Bonanni’s narration of memorable mo¬ 
ments from his experience as trainer 
and trainee are personable and unfor¬ 
gettable. □ 
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Continuing our fifteen-year evolution 
of the best-selling flight simulation 
software, the voice of Air Traffic control 
now comes alive for SoundBlaster 
users! Flight Assignment: ATP (Airline 
Transport Pilot) lets all computer users 
experience the wonders of flight. Watch 
the ingenious autoflight mode fly a 
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A number of new fleet-level na¬ 
val simulations have hit the 
market this Fall. While Car¬ 
rier Strike (also by SSI) and Carriers 
at War (SSG) cover the Pacific Theatre 
of Operations, Great Naval Battles by 
SSI covers naval battles in the North 
Atlantic during World War Two from 
1939-1943. 

Great Naval Battles covers a unique 
period in naval operations history when 
conventional naval strategy was con¬ 
stantly being re-examined and chal¬ 
lenged by advances in both weaponry 
and technology. Ship-board electron¬ 
ics, radio communications, and radar 
are just a few of the new innovations 
that were just beginning to take hold 
during this period. Because of this. 
Great Naval Battles is unique among 
the current crop of naval simulations 
since it places most of its emphasis on 
ship-to-ship combat as battleships slug 
it out in the open water. Also, unlike the 
other games this is very much a ‘hands- 
on’, rather than strategic simulation. 
Played on the top level, the player as¬ 
sumes the role of a fleet admiral and 
directs an entire campaign with scores 
of ships and scattered task forces. This 
is a campaign game in every meaning of 
the word and will take many days if not 
weeks to complete. On this level things 
are fairly complex. The player has to 
keep on eye on weather conditions, base 
and port activities, convoy shipments, 
patrols, repair facilities, and even po¬ 
litical events. But the real heart of this 
simulation lies in the tactical combat. 

Both sides have a vast arsenal ca¬ 
pable of boring holes in opposition de¬ 
fences: battleships, pocket battleships 
(or battle cruisers for the British), heavy 
cruisers, light cruisers, destroyers, re¬ 
connaissance planes, torpedo bombers 
(English only), and dive bombers (Ger¬ 
mans only). 

In addition to the full Campaign 
game there are ten tactical scenarios 
provided, including a simple duel of 
batteries between the Bismark and the 
Price of Wales (good as an introduction 
to the game). There are several ‘points 
of view’ offered but the main display on 
the tactical level is the Flag Bridge. 
This display shows the area immedi¬ 
ately surrounding the selected ship and 
can be customized. Aerial operations in 
Great Naval Battles are pretty much 
limited to reconnaissance, but planes 
can also be used to enhance the gunnery 
of their mother ships. 

There are only two ways to end a 
scenario. Either all of the enemy’s 


Great Naval Battles 


North Atlantic 1939-1945 

By Peter Szymonik 



ships are sunk, or the two fleets lose 
contact with each other. If either one of 
these happens, the game determines 
which victory conditions have been met 
and displays the result as a German or 
English Marginal, Tactical, or Decisive 
Victory, or a Draw. 

The English score points for suc¬ 
cessful convoy missions and for sinking 
German ships. The Germans score points 
for sinking Allied shipping and for sink¬ 
ing British vessels. Since most English 
shipping did make it to their destina¬ 
tions, the British strategy should focus 
on sinking the major German surface 
ships, while the Germans should focus 
on taking out as many merchant ships as 
possible. 

The game comes with a detailed and 
fairly hefty player’s guide covering all 
aspects of the game, but surprisingly 
there is no tutorial. This is a glaring 
omission making the game’s learning 
curve fairly steep. What the game lacks 
by way of a tutorial it partly makes up 
for in its accompanying historical book¬ 
let and on-screen historical information 
in the form of pull-down menus. The 
manual is loaded with information and 


does a great job of providing a back¬ 
ground material for the game’s sce¬ 
narios. 

At times the game does seem to 
move a bit too slowly, but this inherent 
in most naval games and should not 
deter those interested in the subject. It 
takes time to make contact with the 
enemy, but once that happens all hell 
breaks loose and the game becomes 
extremely fast-paced. In many ways 
Great Naval Battles is like a bigger (in 
every sense) version of Microprose’s 
Silent Service II, hardly surprising as 
both games share the same designer. 

The graphics are good but not excep¬ 
tional. I would have liked a better screen 
font - the one the program uses is a bit 
too blocky. The opposing ships are in¬ 
variably some distance away, the re¬ 
sultant lack of detail makes them look 
like blots on the landscape. This is 
somewhat disarming when one has to 
imagine that such a blot is supposed to 
be the mighty Bismarck. These quibbles 
aside. Great Naval Battles can be rec¬ 
ommended to anyone looking for a well 
researched ‘hands-on’ naval simula¬ 
tion. □ 
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Notes 

386/20 Mhz minimum 
strongly recommended. 
SSI plan to release 3 
add-on disks for this 
simulation: Super Ships 
of the Atlantic features 
ships both sides thought 
about building but didn't. 
Soon they will be here, 
though, included in set 
of new scenarios plus a 
‘what if campaign.A 
scenario builder is also 
scheduled for release. 
This will include a 
‘Captain’s Campaign’. 
Finally there's America 
in the Atlantic, a new 
set of scenarios 
featuring US ships that 
could be found in the 
Atlantic during WWII 
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COMMANDER CRUNCH REPORTS FROM 

IKE HANGAR 


Crunch expands 
with add-on 
disks for 
Gunship 2000 
and takes up 
construction 
work with the 
Red Baron 
Mission Builder 


I f you’ve used a few flight simulators 
for any length of time, you may find 
yourself waking up early Saturday 
mornings sometimes thinking, ‘Kill, 
kill, kill. Boom! Smash! Crash! is that 
all there is to life?” This is clearly a sign 
that it’s time to take a nice walk in the 
park. Or maybe russle up some onions, 
brie and salsa and make a killer om¬ 
elette. Something like that. 

On the other hand, you might yearn 
for further work in the flight simulation 
arena involving construction as well as 
destruction (put them together and 
what've you got? Deconstruction! Yay!). 
In what way could any air combat simu¬ 
lation be conceived of as representation 
of constructive activity (unless the puri¬ 
tanical urge to purge the ‘not-you’ is 


strong within you)? Aside from all the 
work involved in learning complex sys¬ 
tems, developing effective strategies, 
amassi ng complex knowledge about one 
of the most technologically advanced 
aspects of a post-industrial culture, I 
mean? 

Bring on the mission builders! Bring 
out the construction sets! There’s the 
obvious answer. And, as if by magic, or 
perhaps under the dazed influence of 
witnessing Falcon 3.0's incredible suc¬ 
cess, two major air combat sim design¬ 
ers have done just that. 

Let me assure readers right off that 
neither Dynamix' Red Baron Mission 
Builder nor Microprose’s Gunship 
2000 Islands & Ice Scenario Disk and 
Mission Builder (the latter title rank¬ 
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ing right up there with Who is Harry 
Kellerman and Why is He Saying all 
those Bad Things About Me? as one of 
the longest titles in modem media his¬ 
tory) will require the investment of time 
that, for instance, the Planet Editor for 
Universal Military Simulator II does. 

Saints alive 

One of the first things that scares 
many of us off the software construction 
set idea is that, more often than not, it’s 
implemented in a way as to suggest, 
‘You users think you know how to 
design a computer game? Okay! Here’s 
the tools to do it with’. In other words, 
a construction set or mission builder 
frequently requires the patience of the 
Saints of Nineveh, the free time of your 
typical 3rd century BC Mandarin, and 
the application of someone engaged in 
programming missile control sequences 
in Ada for the Pentagon in order to deal 
with properly. The Harpoon Scenario 
Editor proved it could be otherwise, 
and more importantly here. Falcon 3.0 
incorporated mission-building elements 
into its design so effectively that it 
doesn’t even feel like mission-building 
when used. 

Red Baron Mission Builder 
(RBMB) and ‘Gunship 2000 Islands 
& Ice’ are both even more elegant in 
design than any of the above. These 
mission builders are clearly intended 
for an audience eager to get back to the 
action with a minimum of fuss, but at 
the same time with fresh enough results 
that the designers seem worth time 
spent with them. 

Let’s start with ‘RBMB . Dynamix 
have gracefully included yet another 
update to the original Red Baron pro¬ 
gram, that brings RB' up to the techno¬ 
logical level that the latest version of 
Aces of the Pacific (1.2) provides: 
good dual joystick control, even 
smoother animation, and even more 
careful modeling of historical aircraft 
performance, with opportunities to re¬ 
play botched missions without having 
to go through any more rigamarole than 
pushing a button upon crash. 

Beyond that, RBMB allows entry 
into a simple yet effective designer, that 
provides a hard-wired context of his¬ 
torically-situated ground-based units 
and airfields, within which the 
designer’s imagination is entirely free 
to roam. Types of planes, formations, 
weather conditions, routes of both player 
and opponent planes, numbers of units, 
starting and ending locations, historical 
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Simuktor 


Speaks 


LJntil now, there’s been something 
important missing from your Flight Simulator 
experience. Speech. Vital instructions. 
Weather. And navigational directions. But 
four new products from 
Mallard change all that. Just 
listen: 


“Lear 25 Foxtrot Sierra, Chicago 
Departure, turn right heading 060 
to join J-104, climb and maintain 
Flight Level 240”. 


With Aircraft <Sl Adventure 
Factory, you become an air¬ 
craft designer, test pilot, flight 
instructor and tour director. 

You’ll design and build your 
own aircraft — far beyond the 
limitations of Flight 
Simulator’s library. Then put 
your creation through its paces with your own 
test flights! 

Add speech, sound effects or music. Even 
author your own Flight Simulator adventures 
sending fellow aviators instrument flying 
through clouds, over mountains or the open 
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seas. Aircraft <St Adventure Factory is from 
BAO, the creators of Microsoft Flight 
Simulator. 

In additio n to creating your own 

Flight Simulator adventures, 
try some of ours. Flight 685~ 
and Flight 70 V are real-life 
flight plans that include 
one VFR flight plan and one 
IFR flight plan each. 

Or test all of your flying 
and strategic planning skills 
with Rescue Air 91 f“, a life 
<St death Flight Simulator 
adventure. All three include 
digitized Air Traffic Control 
audio and lots of unpre¬ 
dictable action. 

With Mallard, you can be sure you’re 
getting the real stuff. Design. Audio. And total 
control. With the best enhancements available 
for Flight Simulator. So don’t just sit there. 
Speak to us at 1-800-WEB-FEET. We’ll have 
Simulator talking back to you in a hurry. 


1-800-WEB-FEET 


Millard 


Copyright © i 992 Mallard Software. All product names and trademarks are the property of their respective owners. 
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maps and locations, are all configurable 
at the press of a button. A simple memory 
meter indicates how much room is left 
for further design (rather complex and 
busy missions can be configured up), 
and there's room for the designer to 
write up any kind of mission text they'd 
like to include as context for the cus¬ 
tom-built mission. 

The Gunship 2000 Mission Builder 
(GS2KMB) provides more flexibility 
without yet proving daunting. Here, the 


One last notably nice feature of the 
GS2K design system is that, if the 
designer wants to speed up the process, 
a few choice ground components can be 
specifically selected, and then the com¬ 
puter can be asked to ‘fill* the scenario 
with randomized elements of its own 
choice, much the way it does during the 
normal campaign mode of play. After 
such a fill, items can still be deleted or 
moved if any seem contrary to the 
designer’s wishes. 
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designer has control over all of the 
above plus control over location of 
ground forces and targets. Within the 
database appropriate for the particular 
theatre being built for, all choices of 
both computer-run opponents and player 
options are available. What this means 
is that it’s possible to set up surprise 
attacks at various locations. 

Designer targets 

Since the GS2K system is generally 
more dynamic than Dynamix’s mission 
builder (the player always gets to for¬ 
mulate routes of ingress and egress, for 
instance), the designer is much more 
engaged in ‘fighting the imagined fu¬ 
ture player’ when constructing a cus¬ 
tom scenario than in RBMB. More¬ 
over, since units can be set up at certain 
locations but designated mobile, mis¬ 
sions can be constructed for play by the 
designer himself, without fear of know¬ 
ing entirely what to expect (one of the 
biggest weaknesses of any game con¬ 
struction system). 

The GS2K Mission Builder re¬ 
quires that the player achieve a certain 
level of competence (Commissioned 
Officer with a Flight crew of four) prior 
to access; this shouldn’t be a problem 
for most GS2K fans, but newcomers 
might be frustrated. 


All in all, both mission builders 
serve their respective simulations quite 
well. 

Network solution 

The most exciting aspect of these 
builders is that they result in quite 
small, efficient files which can easily be 
uploaded to or downloaded from any 
BBS or network system. A kind of 
extended multi-player situation is thus 
provided, in the sense that members of 
said BBS or network can trade missions 
with each other simply and easily. More 
importantly, perhaps, both mission 
builders lend themselves quite well to 
producing scenarios useful for setting 
up contests between players. 

A mission can be created and then 
scoring can be used to see who (other 
than the designer, of course) is most 
effective at handling that sort of mis¬ 
sion. Missions can be refined to cater to 
the particular strengths or weaknesses 
of all the players in a particular group. 
Teams of players could be imagined, 
focusing on one or another aspect of 
such group play (in RB it might have to 
do with flying a particular side, in GS2K 
it might involve choosing to participate 
as a member of the Heavy or Light 
group in the flight), and set against each 
other. In other words, even without 


direct connection (and the frustrations, 
foibles and expense that that can some¬ 
times entail), multi-player gaming is 
much enhanced by the introduction of 
these two systems. Now that’s con¬ 
structive activity, ain’t it? 

Raspberry crunch 

On to other matters. I often skip 
playing Jetfighter II (JFII) for a very 
simple reason: it requires fishing the 
JFII boot disk out from under the rasp¬ 
berry pie leavings on top of the com¬ 
puter. No more - almost - with the 
recently released Jetfighter II Ad¬ 
vanced Mission Disk. We’ve got 
QEMM compatibility (with one small 
caveat), rapid boot-up on a standard 
system, more use of EMS, another 125 
missions on top of the 125 originally 
included, and an F-22 to add to the 
larder (much faster than the F-23, and 
more maneuverable; the F-22 plays F- 
16 to the F-23’s F-15, to put this in 
short-hand). 

The missions are a good deal tougher, 
so Jetfighter II veterans are not going 
to remain the air combat cream puffs 
they’ve been for long once this thing’s 
installed. 

And, thankfully, flight performance 
has been improved across the whole F- 
line so that there are enough realistic 
features, such as loss of speed in turns, 
changes in AoA below reasonably cor¬ 
rect airspeeds during landings, and dif¬ 
ferences in missile effectiveness de¬ 
pending on range to target, to make 
Jetfighter II more than a pretty face and 
more like a competitor in the current air 
combat simulation arena. 

Despite all that (and the book by 
Pete Bonnanni on Jetfighter II, cov¬ 
ered separately in this issue by my evil 
twin), the thing I continue to like most 
about JF II is that it’s a wonderful 
game, easy to get into, great to load up 
and fly around in for a few minutes 
while the wife puts the last touches on 
her latest architectural design just prior 
to take-off for the movies, and mildly 
visceral in the way all the planes fly. 
Maybe 1 just like flying under the San 
Mateo Bridge, who knows? In any event, 
sometimes a quickie’s all you have time 
for, and that sometimes seems all too 
prevalent these days (you’d think a 
global recession would help somewhat, 
eh? 

But no - now we have to work harder, 
be more productive - no wonder it’s nice 
to blow a bunch of stuff up every now 
and then! □ 
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You Thought you loved 
Computer games, but... 



Easily construct complex worlds. Each scene can be over 62 times as big as your screen. 
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IMTL YOU PlAYWrm GAME-MAKER, 
YOU’VE ONLY BEEN PLAYING AROUND. 


A technological breakthrough by Recreational Software 
Designs lets you do the impossible. Now you can create 
256 color VGA computer games without programming. 

* Design unlimited numbers of animated monsters and good guys, 
y Animated characters walk, run, fly, hop, pop from scene to scene. 

> Design your own sounds. 

> Make arcade and adventure games as unique as your imagination, 
y Modify and enhance GAME'MAKER games. 

Mouse driven and graphics based, GAME»MAKER is 
Computer Aided Game Design at its best. Is a game too 
easy? Increase the speed. Too boring? Add danger, sounds, 
and monsters. Too plain? Dress up the graphics, add 
animation. Too short? Add new levels. 

GAME»MAKER includes lots of extras: hundreds of pictures, 
monsters, objects, good gals and guys, and detailed scenes 
and worlds. Use these extras in creating your own 
games. Plus you’ll enjoy the sample games includ¬ 
ed with GAME*MAKER. 

Sugg Retail 

Game*Maker requires an IBM AT compatible 286, 386. or 486 with 
a color VGA monitor and mouse. Joystick optional GAME*MAKER is designed 
and produced by Recreational Software Designs. 

Reader Service No. 56 



NOW SHIPPING VI .04 

with high-level picture and scene 
drawing tools! 


Available at your local retailer 

or from: 

KD SOFTWARE 

Great Falls Avenue, Box 448 
Rochester, NH 03867 

VISA/MC Orders: 1-800-533-6772 

Call Toll Free for latest price. 

Information: 603-332-8164 FAX: 603-332-8125 
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Ad Lib Gold Card 


16 bits and what do you get? 

By Michael Cassara 


T he first affordable soundcards 
produced for PC ’ s had one thing 
in common with each other: they 
sounded like someone's garage experi¬ 
ment. Some great things have come 
from garage experiments, but sound 
cards do not rank among them. Ad 
Lib's second generation card the Ad Lib 


Gold has improved the situation by 
bringing 16 bit stereo sound to the PC. 

Bits and chips 

Previously almost all sound cards 
suffered from 8 bit digital to analog 
converters which limited the quality of 


the sound that they produced. Even 
though a few cards began to use a digital 
sampling rate of 44.1 KHz, samples 
still sounded poor. Considering that the 
music industry has had 16 bit sound for 
at least five years, it is about time that 
someone was thoughtful enough to bring 
it to the PC. 

The first thing noticeable upon open¬ 
ing the box was a big manual (usually a 
bad sign) three disks and the card itself. 
Opening the plastic I noticed the that 
the card is yes, gold in color and will fit 
into an 8 bit slot - a useful feature for 
those older PC’s. 

So doing the sensible thing when 
trying out a new piece of hardware, 1 
removed all the peripherals from my 
computer and followed the instructions 
in the manual until the software took 
over with a well written installation 
menu program. 

I waited about five minutes while 
the computer did the work and swapped 
a couple of disks when prompted to do 
so. I then tried to test the card using the 
test program that came on disk and got 
my first error. The program had failed to 
add two lines to my autoexec file that 





These serials were made 
up of intriguing, fast 
paced episodes which 
placed the hero in unbe- 
lievable peril. AMAZON 
contains 14 exciting 
episodes filled with plot 
twists, mysterious charac¬ 
ters and heart stopping 
cliff-hangers. You haven't 
had this much fun since 
the drive-in days! 


- —-I I ourney back 
in time to the 
year 1957 on 
r I an expedition 
I to the dark 
heart of the Amazon 
Basin. A desparate, 
crazed message sends 
you on a perilous search 
through a land where 
legends come to life, 
danger hides behind 
every corner, and 
incredible treasures wait 
to be discovered. 

AMAZON is designed 
in the style of the serials 
of the 1940’s and 50's 
such as Flash Gordon, 
The Lost City, and 
Rocketman. 


Metal monsters seek your 
destruction!* 
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the test program needed. So I jumped 
ahead in the book until I found that the 
lines I had been missing could be easily 
added by me. The test program worked 
fine and told me exactly what was in my 
computer, nothing! So I added back a 
joystick and a mouse. 

One of the nice features I found is 
that almost all aspects of the card are 
controlled through software instead of 
hardware. There is almost nothing more 
frustrating than ripping open your com¬ 
puter then putting it all back starting a 
game and finding out that you switched 
the wrong jumper. 

So now having tested the card I was 
ready to hear what Ad Lib has said 
would be the next standard in the sound 
card market. 

Juke Box jury 

Fortunately Ad Lib provides the Juke 
Box Gold Playback program as part of 
the software package that comes with 
the card. Especially so since few ven¬ 
dors have yet produced games that take 
advantage of stereo sound. I loaded the 
program and had it play the first song of 


about twenty on the list. The sound was 
superb, in fact it was hard to believe that 
this sound was coming from the card I 
just plugged into my PC. 

Another useful feature Ad Lib has 
provided is a 13K TSR that allows you 
to pop up a menu and change any of the 
aspects of the cards sound performance 
at any time, even during game play. The 
TSR is not required since the card re¬ 
members what volume it was left at 
when using the TSR. 

The TSR can then be removed en¬ 
abling memory intensive games to be 
loaded up. 

Ad Lib obviously had the general 
market in mind when developing this 
card since the speakers I used are about 
the most common ones in PC useage. 
The sound was rich and clean, clean, 
clean. No clicks, no hisses and no static. 
Like a breath of fresh air, the sound 
flowed through my room. All this sound 
can be attributed to some new sound 
filters, both double oversampling and 
undersampling digital filters have been 
added. 

As well as a host of hardware treats 
that no other single card can offer. 


The reason behind ALG stereo sound 
is a new specially designed Yamaha 
FM sound chip that has twice as many 
melodic voices as the original A1 Lib 
cards YM3812chip. 

A flexible friend 


The new chip is fully compatible 
with the old Ad Lib chip yet offers 
sound that even two YM 3812’s used 
together could not provide. Having a 
digital sampling rate at 44.1 KHz al¬ 
lows for playback of sound in stereo at 
the threshold of human hearing, about 
22KHz. Some other cards tout the abil¬ 
ity to record at 44.1 KHz but most can 
only do it in monaural mode. 

For both programers and consumers 
there is no more flexible choice on the 
market than the Ad Lib Gold. However, 
anyone thinking of buying the card pure¬ 
ly for gaming purposes might want to 
check the level of support offered by 
software companies. 

If this support is not forthcoming, 
then the Ad Lib Gold will provide little 
more than the original card at twice the 
price. □ 


Price 

$299 (RRP) $179 
(discount) 

Optional features 

Internal SCSI controller 
Telephone answering 
machine Surround 
sound module 
Midi kit 



We're so sure you’ll love our new 
multi-media adventure experience for 
your PC that we’re willing to send you 
a FREE playable demo disk for just the 
$2 it takes to ship it to you! Call us 
now at 1-800-800-4880 to take 
advantage of this incredible offer. 


SOFTWARE INCORPORATED 

ACCESS Software, Inc., 4910 West Amelia Earhart Drive 
Salt Lake City, UT 84116 • (801 )359-2900 • (800)800-4880 


Battle for your life at the Bridge of Death! 


Gasp in disbelief at the lost tribe of 
Amazon women!* 

•Actual Amazon VGA screens. 
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IBM STRATEGY 

A Train $42 

Air Bucks $34 

Ancient Art of War $29 
Ancient Art War at Sea $29 
Ancient Art War in Sky $34 
Are we there yet? $17 
Armada 2525 $29 

Bandit Kings of China $37 
Battle Isle S32 

Battle Isle Scenario $22 



IBM STRATEGY 

<-438 

Merchant Colony $34 
Microcosm $32 

Millenium $24 

Monarch $38 

New World Order $38 
Nobunagal or2 $37 
NudearWar $12 

Objection $34 

Objection Enh $89 

STAR LEGIONS' 
is another in the 
Star Fleet senes of 
space strategy 
simulations. You 
command more 
than 100 legions of 
battle hardened 
Krellan warriors in 
Battlecruisers, 
Deastroyers and 
troop transports. 
Features real time 
combat, state-of- 
the-art graphics 
animation and 
sound $38 


Battles of Destiny 

$38 

Big Business 

$19 

Black Crypt 

$32 

Breach 2 Enhanced 

$19 

Breach 2 Scenario Disk 

$15 

Buzz Aldnn Race to Spc$42 

Carrier Command 

$9 

Castles 

$36 

Castles Disk 1 

$19 

Castles 2 

$36 

Centurion 

$19 

Civilization 

$39 

Civilization Master Ed. 

$45 

Command HQ 

$19 

Conquered Kingdoms 

$38 

Conquest of Japan 

$34 

Control of the Seas 

$32 

Crisis in the Kremlin 

$42 

Dark Seed 

$39 

Dark Star 

$36 

Dmo Wars 

$28 

Diplomacy 

$25 

Dtscvry Steps Columbus$34 

DRAGON Force 

$19 

Dragon Lord 

“*$18 

Dune 

$29 

Dune 2 

$42 

Empire Deluxe 

$39 

Fighting for Rome 

$34 

Final Conflict 

$34 

FireTeam2200 

$29 

FireTeam Const Kit 

$25 

Fort Apache 

$34 

Gemfire 

$37 

Genghis Khan 

$37 

Global Conquest 

$39 

Global Effect 

$32 

Gold of the Americas 

$19 

Imperium 

$26 

Inindo 

$37 

Koshan Conspiracy 

$32 

Lemmings 

$32 


Omega $30 

Operation Combat **$12 

Overlord $24 

Pacific Theater of Oper $42 
Paladin 2 $34 

Perfect General $38 
Perfect General Disk 1 $23 
Period General Disk 2 $23 
Ported General 2 $44 

Populous $17 

Populous Promise Land $14 
Populous 2 $38 



Lemmings Data Disk $19 

Lemmings 2 $32 

L’Empereur $37 

Liberty or Death $37 

Lost Admiral $24 

Lost Admiral Scenario $23 

Lost Admiral Enhanced $44 

Lost Patrol $32 

Medieval Lords $14 

Medieval Warriors $ 9 

Mega Lo Mama $31 


Pow er M ong er <-$34 

PowerMongerWWl $21 
Pushover $32 

QQP Bundle $59 

Railroad Tycoon $34 
Rampart $27 

Reach for the Stars 3 $19 

Realms $29 

Red Zone $32 

Renegade Legion lntrcpt$12 
Rider of Rohan $19 
RoboSport WIN $37 
SPACEWARD 
HOI' takes you to 
the stars as you 
explore and con¬ 
quer the galaxy. 
You allocate funds 
& resources to 
build armadas, in¬ 
habit & terraform 
planets, research 
new technologies. 
Features an ad¬ 
justable galaxy 
size, number of 
players up to 19, 
network and mo¬ 
dem play. $38 

Romanc 3 Kngdm 1 or 2 $42 
Rules of Engagement $37 
Rules of Engagement 2 $38 
Second Conflid WIN $34 
Seven Cities of Gold 2 $38 
Siege $38 

Siege Expansion Disk $19 
Sim Ant $37 

SimCity $29 

SimCity for Windows $37 
SimCity Graphic 1 $15 


IBM STRATEGY 

SimCity Graphic 2 $23 

SimCity Terrain Editor $15 
SimEarth DOS/WIN $41 
Star Control $29 

Star Control 2 $37 

Startleet 1 $17 

Startled 2 $38 

Star Legions <-438 
Strategic Forces $19 
Sword of Aragon $28 
Task Force 1942 $39 

Theatre of War <-$32 
Theatre Sets $21 

Traders $19 

Utopia $31 

Viking Fields of Conqst $37 
Visions of Aftermath $12 
Warlords $24 

Warlords 2 $42 

Worlds at War $24 

IBM WARGAMES 

Action North Atlantic $26 
Action off River Plate $26 
Action Stations $29 
Action Stations Scenano$14 
Air Raid Pearl Harbor $26 
Amer Civil War 1 $22 

Amer Civil War 2 $22 

Amer Civil War 3 $22 

Banzai $19 

Battle of the Atlantic $36 
Battle of Austeditz $12 
Battle Stations $26 
Battles of Napoleon $24 
Battleship Bismark $26 
Battle Tank Barbarosa $36 
Battle Tank Kursk $39 
Blitzkrieg Ardennes $24 
Borodino $30 

J'GAME MAKER' 

■allows you to de¬ 
late 256 color VGA 
I adventure and ar- 
Icade games with- 
lout programming. 
jFeatures sound 
Isupport, multiple 
J levels per game, 
9 import images from 
I GIF files, charac¬ 
ter & monster an¬ 
imation. scrolling in 
laU directions, add 
lor subtract hit 
I points, lives, score 
land money. $68 

Bravo Romeo Delta $34 
Campaign $29 

Carriers at War $39 
Carrier Strike $42 

Carrier Strike Expan Pk $19 
Charge Ught Brigade $34 
Civil War SSI $42 

Conflid: Korea $36 

Conflid: Middle East $36 
Conflid in Vietnam $12 
Decision at Gettysburg $29 
Dreadnoughts $42 

Dreadnoughts: Bismark $29 
Dreadnoughts: Ironclads $29 
Fall Gelb $36 

Fifth Eskadra $36 

Fire Brigade $34 

Fleet Commander $39 
German Raider Atlantis $26 
Gettysburg:Tuming Pnt $36 
Golan Front $36 

Grand Fleet $36 

Great Naval Baffles <-445 
Grt Naval Battles Exp $19 
Grey Seas, Grey Skies $36 
Halls of Montezuma $24 
Harpoon $25 

Harpoon Set 2 or 3 $19 

Harpoon Set 4 $24 

Harpoon Designr Series $32 
Harpoon Editor $27 

Harpoon Challenger Pak$42 
Harpoon Challngr Pk SE$49 
High Command $44 
In Harms Way $36 

Kampfgruppe $37 

Kriegsmarine $36 

Kursk Campaign $36 
Line in the Sand $27 
MacArthur’s War $29 
Main Bttte Tank C Grm $36 


IBM WARGAMES 

Main Bttle Tank N Grm $36 

Main Bttle Tank ME $36 

Malta Storm $36 

Man of War $36 

Mare Nostrum $26 

Mananas Turkey Shoot $28 

Midway $26 

Moscow Campaign $36 

Northern Fleet $36 

Operation Overlord $36 


IBM ADVENTURE 

Crime Does Not Pay $29 
Crime Wave $37 

Cruise for a Corpse $34 
Cybercon3 $29 

Dark Half $34 

Dark Heart of Uukrul $34 
Demon s Gate $36 

Deja Vu 2 Lost in LV **$12 
Die Hard $28 

Don't G q Atone ”$12 

I AMAZON’ recap- 

jturesthefunofthe 
1 1960's drrve-ri mo v- 
lies Travel to un- 
I explored regions of 
I the Amazon, fight 
] 10 foot ants, and 
I find emeralds sto- 
I lentyCorteAmaz- 
I ing cinematic ef- 
I feds such as mul- 
Itiple camera 
I angles, flashbacks. 
I zooms, pans. & 
I fades. Features full 
1 digitized voices & 
I sound effects $39 


Pacific Storm Midway 

$36 

Earthnse 

$ 9 

Pacific Storm Solomons $36 

East v West Berlin '48 

$ 9 

Panzer Battles 

$22 

Eco Quest 1 

$34 

Patriot <-$M 

Elf 

$24 

Patriot Battle Sets Ea. 

$24 

Epic 

$32 

Patriot Editor 

$27 

Felony 

$12 

Patton Strikes Back 

$27 

Free DC 

$24 

Prelude to Jutland 

$26 

Future Wars 

$19 

Red Lightning 

$12 

Galleons of Glory 

$24 

Return to the Falklands $28 

Gamma Force 

$ 6 

Rising Sun 

$26 

Gateway 

$36 

Rommel at El Alametn 

$36 

Godfather 

$32 

Rommel at Gazala 

$36 

Gold Rush 

$15 

Rommel North Africa 

$24 

Grail Quest 

$27 

Rorke's Drift 

$34 

Hare Raising Havoc 

$32 

Second Front 

$36 

Harley Davidson 

$12 

Seventh Fleet 

$36 

Heart of China 

$34 

Spoils of War 

$39 

Heaven & Earth 

$32 

Stalingrad Campaign 

$36 

Heimdall 

$19 

Storm Across Europe 

$12 

Hired Guns 

$32 

Third Reich 

$27 

Hook 

$32 

To The Rhine 

$36 

Hostage 

$ 9 

Typhoon of Steel 

$12 

HUMANS 

$24 

UMS2 

$19 

Indy Jones L Crsd vga 

$27 

UMS 2 Civil War 

$24 

Indy Jones Fate Atlantis $38 

UMS 2 Desert Storm 

$24 

Isle of Dr Brain 

$29 

UMS 2 Planet Editor 

$28 

Jack the Ripper 

$38 

V for Victory 

*-$44 

James Bond Stealth All $34 

VeiikiyeLuki 

$37 

KGB 

$19 

Victory at Sea 

$37 

King’s Quest lEnhncd 

$19 

War in the Falklands 

$26 

King’s Quest 2 or 3 

$15 

Warship Changed Hist 

$26 

King's Quest 4 

$34 

Waterloo 

$12 

King's Quest 5 vga 

$39 

Western Front 

$36 

King's Quest 6 vga 

$45 

White Death 

$24 

LA Law 

$34 



Lane Mastodon 

$9 

IBM ADVENTURE 

Laura Bow 2 

$39 

Advnts Willie Beamish 

$34 

Leather Goddesses 

$12 

Advnts Willie Beamish 2 $39 

Leather Goddesses 2 

$42 

Altered Destiny 

$34 

Legend of Kyrandia 

$35 

Amazon 

$39 

Leisure Suit Lrry 1 vga 

$15 

Attack Pack 

$42 

Leisure Suit Lrry 2 

$15 


IBM ADVENTURE 

ManhunterSF $15 

Maniac Mansion $18 
Martian Memorandum $37 
Mean Streets $37 

Nebulas $27 

Oregon Trail $28 

Out of this World $36 
Plan 9 from Outer Space$3l 
Police Quest 1 $24 

Police Quest 2 or 3 $34 

Power Hits: Movies $32 
Prince of Persia $25 
Rex Nebular Cos Gen B $39 
Riftwar Legacy $39 

Rise of the Dragon EGA $29 
Rise of the Dragon $34 
Risky Woods $24 

Robocop3 $32 

Rocketeer $32 

Search for the King S24 
Seed Monky Islnd 1 $23 

Seal Monky Islnd 2 $38 

Sex Olympics $19 

Sex Vixens from Space $12 
Sierra Adventure Bundle $39 
Shogun $12 

Space Quest 1 $15 

Space Quest 2 $15 

Space Quest 3 $34 

Space Quest 4 $39 

Space Quest 5 $39 

Space Quest Burxfle $39 
Spaceward Ho! $38 
Spaceward Ho! WIN $38 
Spellcasting 101 $19 

Spellcasting 201 $36 

Spellcasting 301 $34 

Star Trek 5 $12 

Star Trek 25th Aniversry $36 
Star Trek Nxt Generatn $46 


IBM SPORTS 

Days of Thunder $24 

Dirk's Baseball Encycpd $19 
Espana Games $24 

Fast Break **$12 

Front Page Football $39 

Games Winter Chllng $34 

Grand Prix Circuit $17 

Greens $34 

Gretsky Hockey 2 $34 

Gretsky League $26 



IBM SPORTS 

Madden Football 2 «-$32 

Ma gic Jhnson FsLBfk "$12 
Mario Andretti Racing $17 
Michael Jordan Fit Sim $44 
ML Basbll 4 USA Today $31 
ML Basbll 4 Fantasy Mg $25 
ML Basbll 4 General Mg $19 
ML Basbll Mngris Chllng$19 
ML World Senes Disks $17 
ML TD 19 82-1990 Ea.S17 

PIRATES GOLD’ 

Itets you become a 
swashbuckling pi- 
in the 17th 
Caribbean. 
|Expands on the 
linal with more 
lopportunities to 
gain treasure, 
power, and pres¬ 
tige. Features 
swordfighting & 
combat capabili- 
realistic digi- 
speech.&sup- 
Iport for all major 
soundboards $34 




Castle Wolfenstein 3D $37 
Chambr Sci Mutant Prst $25 
Coaster $32 

Code Name: Iceman $15 
CodeName: Iceman 2 $39 
Colonel Bequest $15 
Conquests of Camelot $15 
Conquests of Longbow $39 
Conspiracy Deadlock $34 
Countdown $37 

Covert Action $29 


PRO AUDIO 
SPECTRUM 
PLUS' features hi- 
fidelity recording & 
playback in 44kHz 
stereo, advanced 
20 voice stereo syn¬ 
thesizer, high per¬ 
formance 16 bit in¬ 
terface. 4 watt per 
channel amp. built 
in SCSI interface, 
MIDI sequencer, 
waveform editor, 
four track music 
studio, & windows 
3.1 drivers $139 

Leisure Suit Lrry 3 $24 

Leisure Suit Lrry 5 $34 

Leisure Suit Lrry Bundte $39 
Loom $19 

Lord of the Rising Sun $34 
Lost in LA $37 

Lost File SheriA-Hms <-$44 
Lost Treasures Infocom $42 
Lost T reasures lnfocom2$32 
Magnetic Scrolls Bundte $24 
ManhunterNY $28 


Summoning <-$38 

TMNT Arcade $25 

Time Quest $12 

Train $ 6 

Uninvited $ 9 

Universe 1-3 Each $34 
Walker $32 

War in Middle Earth $15 
Where Amrcas Pst CSD $37 
Where Europe CSD $30 
Where USA CSD $30 
Where World CSD $27 
Where Time CSD $30 
Weird Dreams $12 

Wonderland $19 

Zak McKracken w/HB $18 
Zehards $15 

Zombie $12 

IBM SPORTS 

4D Boxing $17 

4th & Inches $ 6 

ABC Boxing $32 

ABC Mon Night $34 
All American College Fb$36 
All Star Sports Pak $34 
American Gladiators $24 
APBA Baseball $28 
APBA General Manager $29 
APBA Micro Manager $32 
APBA Stat Master $29 
APBA 1908 - 91 Ea. $21 
APBA Basketball $34 
APBA Bowling $14 

APBA Football $34 

Basketball Challenge $28 
B ball Ch. 1987 - 88 Ea. $13 
B bail Ch. 1989 - 90 Ea. $17 
Bo Jackson Baseball $32 
Cycles Grand Prix $28 
Daily Double Horse $19 


Hardball 2 $28 

Hardball 3 $34 

Hardball 3 Player Disk $19 
Hardball 3 Stadium Disk $19 
Hole in One Mini Golf $12 
Hole in One Course Dsk $ 7 
Indianapolis 500 $17 

International Sports Ch $29 
J Conners Pro Tennis $32 
Joe Montana Football $31 
John Elway's QB $ 6 
Lakers v Celtics _ $17 

SPEAR OF DES- 
T1NY' is a Castle 
Wolfenstein 3D 
graphic adventure. 
Encounter well 
trained enemy sol¬ 
diers. secret door¬ 
ways, gruesome 
mutants and pow¬ 
erful bosses in first 
person perspective. 
Features 20 com¬ 
plete floors. 4 lev¬ 
els of difficulty, digi¬ 
tized stereo sound 
effects. & multiple 
saved games $37 

LH 3 in 1 Football $36 
LH Boxing $36 

LH Boxing Contenders $16 
LH College Basketball $36 
LH Full Count Baseball $36 
LH Hockey $36 

LH Pro Basketball $36 
LH Team Disks $16 
LH League Leaders $16 
LH Utility Disks $16 
Links Golf $29 

Links Disk 1 Bountiful $17 


ML All Stars $17 

ML Franchise Disks Ea. $20 
ML Basketball $28 

ML Personal Pro Golf $28 
ML Football Deluxe $39 
ML Football 2 $39 

Microsoft Golf WIN $39 
Mike Ditka Football $32 
Mini Putt $ 9 

MUDS $19 

NASCAR Challenge $31 
NFL Challenge $60 
NFL 1984-1987 Ea. $15 
NFL 1988-1991 Ea. $22 
NFL Preseason Disk $22 

NFL All Star Teams $22 

NFL College Alumni $22 

NFL College Teams $19 

NFL Dream Teams $20 
NFL Greatest Teams $22 
NFL Roster Editor $20 
NFL Situation Editor $20 
NFL ChaUnge Prem Ed $59 
NFL Football $31 

NFL Proleague FootbaJI$19 
Nicklaus Signature Edit $39 
Nicklaus SE Clip Art $24 
Nicklaus SE Course 1 $19 
Nicklaus Greatest 18 $27 

Nicklaus Unlimited Golf $27 
NG Clip Art $17 

NG Course Disk 1-5 Ea.$15 
Over the Net Volleyball $ 9 
Pete Rose Baseball $ 9 

PGA Tour Golf $32 

PGA Tour Golf WIN $38 

PGA Tour Golf Diski $17 

PGA Tour Golf Ltd Edt $45 

Playmaker Football $26 
Power Hits: Sports $32 
Pro Football Analyst $24 
Pro League Baseball $36 



CARRIERS AT 

fAR' brings to life 
crucial carrier 
ittles of WWII; 
jPeari Harbor. Coral 
Sea, Midway, East¬ 
ern Shores, Santa 
Cruz, and Great 
larianas Turkey 
Shoot. Seek out 
and destroy enemy 
earners, fleets, and 
lirforces. Features 
lundreds of indi¬ 
vidually modeled 
& aircraft from 
it period. $39 


Links Disk 2 Firestone $ 17 
Links Disk 3 Bay Hill $17 
Links Disk 4 Pinehurst $17 
Links Disk 5 Dorado $17 
Links Disk 6 Brtn Creek $17 
Links Disk 7 Troon Nrth $17 
Links 386 Pro $42 

Links 386 CD 1-6 Each $20 

Low Blow $12 

Madden Football $17 

Madden TD 89 & 90 $18 


Road to the Final Four $37 
Reel Fish'n $12 

Serve & Volley $12 

Skate or Die $15 

Sport of Kings $15 

Summer Challenge $34 

Super Car Pack $37 

Team Suzuki $15 

Tennis Cup $32 

Tie Break Tennis $14 

TKO Boxing $ 6 


Reader Service No. 1 




















































& BUY 2 EAD GAMES GET 1 EAD GAME FREE^ CALL 800 753 GAME 


IBM SPORTS 

Tom Landry Football 


TLaRTeamsI 901-68 S15 
Weaver Baseball 2 0 SI 7 


World Circuit 
World Class Soccer 


IBM TRADITIONAL 


IBM TRADITIONAL 


HINT BOOKS 


IBM ROLE PLAYING 


IBM ROLE PLAYING 


IBM ACTION/ARCADE 



Hong Kong Mah Jong 

$32 

Trump Castle Data Disk $12 

Quest for Glory 1-3 Ea. $10 

Buck Rogers 1 

$12 

Shadow lands 

$30 

Gremlins 2 

$ 9 

House of Cards 

$12 

Tum-n-Bum $10 

Railroad Tycoon 

$10 

Captain Blood 

$ 9 

Sleeping Gods Lie 

S29 

Guy Spy 

$29 

Hoyle's Games 1 

S21 

Vegas Entrtmnt Pk WIN $20 

Rise of the Dragon 

$10 

Captive 

$30 

Space 1889 

$16 

Hard Driving 2 

$38 

Hoyle's Games 2 

$21 

Video Pokr by Masque ”$19 

Run 5 Issue 1 - 20 Ea 

$6 

Celtic Legends 

$32 

Space Hulk 

$38 

Hare Raising Havoc 

$32 

Hoyle's Games 3 or 4 

$29 

Video PokLAia Cade ”$24 

Savage Empire 

$10 

Challenge of 5 Realms $44 

Space Inc. 

$34 

Home Alone 

$27 

Ishido 

$17 

Video Poker WIN $34 

Search for the King 

$10 

Champions 

$37 

Space Rogue 

$30 

Killing Cloud 

SI 9 

Jeopardy 1 or 2 

$10 

Waynes World $26 

Secret Mnky Islnd lor2 $10 

Cobra Mission 

S44 

Space Wrecked 

$19 

Knight Force 

$29 

Jigsaw Pinups 

$24 

Welltris $21 

Secret of Silver Blades 

$10 

Conan 

$19 

Spellbound 

$39 

Lemmings 

$32 

Living Jigsaws 

$12 

Wheel of Fortune 1-3 Ea.$10 

Sentinel Worlds 

$10 

Corporation 

$19 

Spellcraft Aspct of Valor $38 

Lemmings Data Disk 

$19 

Lotto Gold 

$29 

Wheel of Fortune Gold $15 

Shadow Sorcerer 

$10 

Cybergemc Ranger 

$32 

Spell Jammr PidiRS <-$38 

Light Comdor 

$29 


TRISTAN PIN¬ 
BALL' brings you 
I all the excitment of 
playing real pinball 
Flip and nudge your 
way to the highest 
score possible us¬ 
ing great features 
from traditional pin¬ 
ball games Fea¬ 
tures authentic ball 
laction. wild pinball 
[devices, rocket flip¬ 
pers thumper 
bumpers, multi- 
[ball, extra ball, and 
stereo sound S39 


Wordtris $27 I 

Wrtd Chmp Backgamn $24 
Wrld Chmp Cribbage $24 

HINT BOOKS 

688 Attack Sub $10 

Advnturs Willy Beamish $10 


IBM TRADITIONAL Lexicross 
30 Pool S12 Monopoly 


Altered Destiny 
A Train 

Bard's Tale 1 - 3 Ea. 

Buck Rogers 1 or 2 
Castle of Dr Brain 
Champions of Krynn 
Civilization 
Code Name Iceman 
Colonel Bequest 1 or 2 $10 
Conquests of Camelot $ 10 
Conquests of Longbow $10 


$10 

S16 

S10 

S10 

S10 

$10 

$16 

$10 


y^Tw/ 

LiNKsfm 


LINKS 386 PRO 
offers Super VGA| 
graphics and ad¬ 
vanced features 
designed for your 
386 or 486 New 
features include 
computer oppo¬ 
nent, save game 
option that allows 
your friends to play 
against you in an 
existing game, pre¬ 
recorded games 
from worthy oppo¬ 
nents. and many 
game modes S42 


Spirit of Excaliber $19 
Starflight 1 $17 

Starflight 2 $17 

Star Saga 2 $19 

Sword of the Samurai $ 9 
Swrd Samrai & Pirates $16 
Tangled Tales 
Terran Envoy 
HurdCoyoer 
Times of Lore 
Tunnels & Trolls 
Twilight 2000 
Twilight 2001 
Ultima Martian Dreams $37 
Ultima Savage Empire $34 
Ultima Tnlogy $35 

Ultima Tnlogy 2 $45 

Ultima 4 $35 



Acquire SI 5 On Target 

Advance to Boardwalk SI 5 Peanuts 
Armada $10 Penthouse Jigsaw 

Amarillo Sim 7 Card Std Si 0 Pictionary 
Amarillo Slim Poker $12 Pinball WIN 
Backgammon WIN **$24 Planet of Lust 
Battle Chess 1 or 2 $29 Price is Right 

Battle Chess WIN S29 Prime Time Hits 1 o 

Battle Chess 4000 $36 Rack'em 

Blackjack DOS/WIN $16 
Bndge 7 S31 

Bndgemaster $29 

Casino Craps S10 

Casinos of the World $32 
Centerfold Squares $21 
Check Mate DOS/WIN S36 
Chessmaster3000 $32 
Chessmaster 3000 WIN $38 
Chess Net WIN ”$24 
Chess X Collossus $17 
Classic 5 DOSWIN $32 
Clue Master Detective S15 
Combination Lock S10 
Crossword Magic S29 
Dealers Choice Poker $29 
Demon Blue $10 



$24 

Curse of Azure Bonds 

$10 

Simcity/Simearth 

S20 

Cyber Empire 

$32 

Ultima 5 

$35 

Loopz 

$24 

Vaxme 

S24 

Dark Queen of Krynn 

$10 

Space Quest 1 - 4 Ea. 

$10 

Cyber Space 

$29 

Ultima 6 False Prophet 

$39 

Monty Python 

$15 

Viking Child 

$37 

Death Knights of Krynn S10 

Spellcasting 101 or 201 $10 

Darklands 

$39 

Ultima 7 Black Gate 

$46 

Ms Pac Man 

$ 6 

Votfied 

$10 

Dragon Wars 

$10 

Starflight 1 or 2 

S10 

Drakkhen 

$37 

Ultima 7 Forge of Virtue $19 

M.U.D.S 

$19 

Wild Streets 

S31 

Drakkhen 

$10 

Star Trek 25th Anmv 

$10 

Dragon Wars 

$12 

Ultima 7 5 Serpent Isle 

$46 

Mystical 

$27 

Wild Wheels 

$24 

Dungeon Master 

S10 

Strategy Plus 3 -11 Ea $ 8 

Dungeon Master 

$34 

Ultima Stygian Abyss 

$48 

Nevermind 

$25 

Wrath of the Demon 

$19 

Dynamix Great War Pin $16 

Strategy Plus 12-22 Ea. $ 5 

Dusk of the Gods 

$29 

Uncharted Waters 

$42 

Night Breed 

$15 

X Men 

S29 

EcoQuest 

S10 

Stnke Commander 

$16 

Elvira 1 or 2 

$29 

Vengeance of Excalibur $19 

Night Shift 

$17 

X Men 2 

$19 

Elvira 1 or 2 

S10 

Stunt Island 

$16 

Escape from Hell 

$17 

Waxworks 

$34 

Ninja Rabbits 

$10 

Xenocide 

$15 

Eye of Beholder 1 

$10 

Time Quest 

$10 

Fire King 

$19 

Windwalker 

$28 

Nova 9 

$21 


S25 

Eye of Beholder 2 

$12 

Treasures Savage Fmtr $10 

Flames of Freedom 

$28 

Wizardry Trilogy 

S32 

Oblrterator 

$ 6 

IBM HARDWAF 

$12 

Fountain of Dreams 

$10 

Tunnels & Trolls 

$16 

Fountain of Dreams 

$15 

Wizardry 4 

$19 

Oil s Well 

$15 

Ad Lib Sound Card 


i"'»i HwlSKSI 

mounts on your 
desk and plugs into 
your IBM compat¬ 
ible. Features left, 
nght. front, & back 
views accesible at 
the touch of a but- 


Ultima Avatar Advntures$16 
Ultima Underworld $10 
Ultima 7 & Underworld $16 
V for Victory $16 

Wizardry 6 Cosmic Frg $12 
Wizardry 7 Crusade $12 
Yeager's Air Combat $16 


Four Crystals of Trazere$32 
Gods 

Hard Nova 
Heaven & Earth 
Hero's Quest 1 EGA 
Hero's Quest 1 
Hero's Quest 2 
Hero’s Quest 3 


IBM AD & D 

AD4D Collectors Ed 2 
AD4D Starter Kit 
Champions of Krynn 
Curse of Azure Bonds 
Dark Queen of Krynn 
Dark Sun 


Death Knights of Krynn i20 


Keys to Maramon $12 

King's Bounty $15 

Knights of Legend $30 

Legacy of the Necrmncr $19 
Legend $31 

Lord of the Rings 1 $32 

Lord of the Rings 2 $37 

Loremaster $39 



’ FI 5 STRIKE 
EAGLE 3' will 
challenge even 
seasoned pilots. 
Includes a new 
visual system that 
blends 3D poly¬ 
gon and bit¬ 
mapped graphics. 
Features cam¬ 
paign mode. 2 
player head-to- 
head by modem, 
and 2 player coop¬ 
erative m separate 
planes or in the 
same FI5. $44 


Dr Thorp's Mini Blckjck $10 

Risk 

$24 

Free DC 

S10 

Dragons of Flame 

$12 

M 

$45 

Wizardry 5 

$32 

Pac Man 

$ 9 

Ewd QThprpe Blckjck 

••$24 

Risk WIN 

$29 

Gateway Savage Fmtr S10 

Eye of the Beholder 

$19 

Magic Candle 1 

$12 

Wizardry 6 Cosmic Frg $37 

Pick N Pile 

$27 

Electric Jigsaw 

$12 

Rodeo Games 

$10 

Global Conquest w/Disk $21 

Eye of the Beholder 2 

$38 

Magic Candle 3 

♦-$38 

Wizardry 7 Crusaders 

$39 

Pipe Dream 

$19 

Faces: Tetns 3 

$15 

Sargon 4 or 5 

$34 

Gobliiins 

$10 

Gateway Savge Frontr 

$32 

Matrix Cubed 

$32 



Prtfighter 

$22 

Femmes Fatale 

$26 

Scrabble 

$24 

Gunship2000 

$16 

Heroes of the Lance 

$12 

Mechwarhor 

$19 

IBM ACTION/ARCADE 

Powerdrome 

$12 

Femme Fatale DD 1 

$18 

Scrabble Deluxe 

$24 

Hard Nova 

$10 

Pool of Darkness 

$38 

Megatraveller 1 

*’$24 

Airborne Ranger 

$12 

Power Hits: Battletech 

$32 

Femme Fatale DD 2 

$18 

Shanghai 2 

$24 

Harpoon Battlebook 

$16 

Pool of Radiance 

$15 

Megatraveller 2 

$19 

Aliens ate my Babysitter $32 

Power Hits Sci Fi 

$32 

Femme Fatale DD 3 

S18 

Shogi Master 

$34 

Heart of China 

$10 

Secret of Silver Blades 

$15 

Megatraveller 3 

S39 

Amazing Spiderman 

$ 9 

Punisher 

••$24 

Game Maker 

S68 

Solitaire WIN 

$32 

Hero's Quest 1 - 3 Ea. 

$10 

Shadow Sorcerer 

$15 

Midwinter 1 

$12 

Arachnaphobia 

$28 

Roller Babes 

S25 

Games People Play 

$27 

Solitaire Royaie 

$19 

Hero's Qst 3 Strat Guide$l9 

Tales Magic: Prophcy S $38 

Might & Magic 1 or 2 

$12 

Artura 

‘*$12 

Rotox 

$20 

GO Master 5 Dlx 

$109 

Solitaires Journey 

$38 

Immortal 

$10 

Treasurs Savage Frontr $32 

Might & Magic 3 

$38 

Back to the Future 2 

$15 

Savage 

$19 

GO Master 5 Dlx WIN $109 

Sorry 

$15 

Indy Jones Lst Crsade 

$10 

War of the Lance 

$9 

Might 4 Magic 4 or 5 

$46 

Back to the Future 3 

$15 

Sierra Arcade Bundle 

$24 


IBM ACTION /ARCADE 

Take a Break Pinball $29 
Take a Break Pool $29 


$24 
$34 
$27 
$39 
S 9 

TASK FORCE 
1942’ gives you a 
chance to command 
a fleet of destroy¬ 
ers. cruisers, and 
battleships against 
aggressive enemy 
forces in the South 
Pacific Features 
night combat. reals 
tic weather condi¬ 
tions. blinding ex 
plosions, flares tor¬ 
pedoes ability to 
send orders to ships 
& convoys, and 
|VGA graphics $39 

$24 
$32 
$24 
$31 
$32 
S29 
$ 9 
S25 
$12 


$49 

Ad Lib Gold 1000 $179 

Adlib Progrmrs Manual $27 
Adlib Surround Sound $64 
Adlib Telephone Module $64 
Ad Lib Visual Composr $75 
Ad Lib Speakers $15 
Flight Stick $37 

Flight Stick w Falcon $42 

Game Card 3 S39 

Gravis Ultrasound Brd $129 
Champ Joystick $24 
Maxx Control Yoke $59 

Maxx Rudder Pedals $39 

Mouse 3 Button $29 
Pro Audio Spectrum 16$199 
Pro Audio Spctrm Plus $139 
Sound Blaster $99 

Sound Blaster Pro $189 



'FLIGHTSTICK' is one of the most popular joysticks available 

today Features total 360 degree cursor control, greater 
durability, a contoured pistol gnp handle with audio and tactile 
feedback firebuttons. and separate throttle control S37 


GO Joseki Genius 
GO Junior 

GO Master 5 DOS/W 
GO Scnbbler 
GO Tactical Wizard 
GO Master Toolkit 
Grand Slam Bndge 
Grand Slam Bndge 2 
Grandmaster Chess 
Home Alone 2 


Island of Dr Brain S10 
Jetfighter 2.0 $16 

King's Quest 1-5Ea $10 
Leisr Suit Larry 1 • 5 Ea.$10 
Lemmings wDisk $21 
Loom $10 

Lord of the Rings 1 or 2 $10 
Lost in LA $10 

LucasArts Adventure $16 
LucasArts Air Combat $16 
Magic Candle 1 or 2 
Manhunter NY or SF 
Maniac Mansion 
Marlian Dreams 
Matnx Cubed 
Mean Street 
Might & Magic 1 or 2 



$39 

Space Vegetables 

$10 

Might 4 Magic 3 or 4 

$16 

IBM ROLE PLAYING 

Mines of Titan 

$19 

Spot 

$15 

Official Sierra Hint Bks 

$12 

2400 AD 

$28 

Mission Impossible 

N $39 

Stratego 

$31 

Planet's Edge 

$16 

Autoduel 

$26 

Murder 

S34 

Stnp Poker 3 

$31 

Police Quest 1 • 3 Ea 

$10 

Bad Blood 

$31 

Obitus 

$39 

Strip Pokr 3 DD 1-6 Ea. $19 

Pool of Darkness 

$12 

Bard's Tale 2 

$19 

Pirates Gold 

$39 

Super Jeopardy 

S27 

Pool of Radiance 

$10 

Bard's Tale 3 

$32 

Planet’s Edge 

$17 

Super Tetns 

$29 

Populous 142 Officl Str $16 

Bard's Tale Cnstrctn St $19 

Prophecy 1 

-$32 

Terminator Chess 

$34 

Power Monger 

$10 

Battletech 1 

$12 

Questran 2 

S37 

Tetns Classic 

$27 

Power Mngr Strategy Bk$16 

Battletech 2 

S31 

Rings of Medusa 

$26 

Trump Castle 2 

S24 

Prophecy of the Shadow$l2 

Black Crypt 

$32 

Sea Rogue 

:lr $15 

Trump Castle 3 

$34 

Quest for Clues 2.3or4 $21 

Btoodwych 

$15 

Sentinel Worlds 


Bari Simpsn House Wrd $31 
Battle Master $37 

Battlestorm $32 

Bill & Ted's Excllnt Adv $19 
Blockbuster ”$12 

Brain Blaster 
Budokan 
Colorado 
Continuum 
Cool Croc Twins 
Crackdown 
Dark Century 
Day of the Viper 
D Generation 
Dig Dug 

Dr Doom's Revenge 
Dragon s Breath 
Dragon's Lair 1 
Dragon's Lair 2 



Drgn’s Lair Singe Cstl $34 Sliders 

Freakn Funky Fuzzballs $19 Space Ace 1 or 2 
Galactic Conqueror $31 Space Wars 


Galactic Empire 
Galaxtan 
Gauntlet 1 or 2 
Gobliiins 

Gold of the Aztecs 
Grave Yardage 


$24 Silpheed $21 IBM SIMULATION 

$34 Simpsons Arcade Game $31 688 Attack Sub $19 
$27 A10 Avenger $46 

S34 A10 Tank Killer 1.5 S34 

$37 Aces of the Pacific $42 
S25 Aces Pacific Mission 1 $27 
$21 Aces Pacific Mission 2 $27 
$15 Aces over Europe $46 
S 9 Aces Europe Mission 1 $27 
$29 Super Space Invaders $25 Aces Europe Mission 2 $27 
$12 Take a Break Crosswrd $29 AH 64 Helicopter $46 


$27 Speedball 2 
$ 6 Stellar 7 
$ 9 Super Off Road 
$24 Super Pac Man 


Reader Service No. 1 

























































FREE" GAME WITH EACH ORDER OVER $100 CALL 800 753 GAME 

-------^ 


IBM SIMULATION 


Air Force Commander 

$34 

Allied Forces Bundle 

$29 

Armor Geddon 

$29 

ATAC 

$29 

ATP 

$37 

B17 Flying Fortress 

$39 

Battle Command 

$19 

Battlefield 2000 

$37 

Birds of Prey 

^$32 

Blue Max: Aces WWI 

$12 



Campaign Strat Right S $37 
Car and Driver 
Cardinal of the Kremlin $27 
Carrier Command $12 
Conqueror Multi Tank $16 
Crash Course $ 6 

Design yr own Railroad $29 
Dynamics Bundle $39 
0 Fish $41 

Elite Plus $19 

Eye of the Storm $29 
F117A Nighthawk $42 
F14 Tomcat $19 

FI 5 Strike Eagle 2 $19 

FI 5 SE2 Scenario Disk $17 
FI 5 Strike Eagle 3 $44 

FI 9 Stealth Fighter $24 
F22ATF $39 

F29 Retaliator $32 

Falcon AT $19 

Falcon 3.0 $45 

Falcon 3 Scenario 1 $24 

Fire & Forget 2 $30 

Flight of the Intruder $19 
Flight Simulator 4.0 $42 

Aircraft Scenry Design $35 
Right Planner $24 

New Facilities Locator $27 
Sound. Graphics Upgrde$27 
Fly Grand Canyon 3D $45 
Gunboat $33 

Gunship $12 

Gunship2000 $39 

Gunship 2000 Scenario $24 
Harrier Combat Sim $ 6 
Heatwave $25 

Heroes of the 357th $32 

Hoverforce $31 

Hunt for Red October $22 
Hyperspeed $34 

Jet Fighter 2 $39 

Jet Fighter 2 Missn Disk $19 


IBM SIMULATION 

Megafrtrss Mission 1 $26 

Megafrtrss Mission 2 $26 

Megafortress 3D Editor $27 

Ntegafomes s Me gaPk+-(38 

Miami Enforcer $39 

Mig 29 Fulcrum $32 
Orbits $37 

Power Boat Simulator $39 
Rapcon $29 

Reach for the Skies $31 
'THEATRE OF 
WAR'is a real-time 
game of strategy 
and conquest on a 
chess-like board. 
Features Super 
VGA graphics in 
|640x480, ray4raced 
3D game pieces, 
modem play, 1 or 2 
player game, mu¬ 
sic that vanes with 
the mood of the 
game, configurable 
game board up to 
50x50tiles -$32 
4 - BUY 2 GET 1 

Red Baron $39 

Red Baron Missn 1 or 2 $24 
Red Storm Rising $14 
RoadATrack Grand Prix $37 
Sailing Instructor CGA $199 
Sailing Simulator CGA $39 
East Coast Voyages $34 
West Coast Voyages $34 
Sailing Instructor VGA $239 
Sailing Simulator VGA $42 
East Coast Voyages $39 
West Coast Voyages $39 



IBM SIMULATION 

Test Drive 2: Euro Chllg $15 
Test Drive 2: Muscle Cr $10 
Test Drive 2: Supercars $15 
Test Drive 3 $29 

TD3 Road & Car Disk $19 
TFH & BH1942 $44 

Thunderhawk $24 

Thunderstrike $27 

Top Gun Danger Zone $31 
Tracon 1 or 2 WIN $34 
Tracon 2 $29 

Ultrabots $37 

Unnatural Selection $32 
Vette $29 

Virtual Reality Studio $49 
Wing Commander 1 $39 

WC1 Secret Mssnl or 2$19 
WC1 Bundle 1 $45 

Wing Commander 2 $45 

WC2 Opertn Mod 1 or 2 $27 
WC2 Speech Pack $15 
Woifpack $15 

X Wing $42 

Yeager's Air Combat $38 

IBM CD ROM 

7th Guest $56 

Aesop's Fables $32 
Battle Chess DOS/WIN $46 
Buzz Aldrin Race Space $59 
Capstone Game Collect $45 
Conan $24 

Cnqst Robin Hood WIN $42 
Don Quixote $32 

Dun $36 

El Grito Del Jaguar WIN $46 
Fascination WIN $39 
Jones in the Fast Lane $42 
King's Quest 5 WIN $42 
Legend of Kyrandia $49 
SEX OLYMPICS' 
combines sexual, 
tongue-in-cheek 
humor, adult 
graphics, unusual 
sound effects and 
an icon driven 
point-and-dick in¬ 
terface to create a 
game that is a little 
(fifferent than your 
usual fare. Fea¬ 
tures 3 levels of 
game play, and 
objects that change 
location each time 
you play. $24 


IBM CHARACTER 

EDITORS 

Treasures Savage Fmtr $16 
Tunnels & Trolls $16 
Ultima 4-7 Ea. $16 

Ultima Martian Dreams $16 
Ultima Savage Empire $16 
Ultima Underworld $16 
Wizardry 4 or 5 $16 

Wizardry 1-3 $16 

Wizardry Cosmic Forge $16 


MAC STRATEGY 

Harpoon Battle Set 4 $27 

Harpoon Challengr Pck $59 

Harpoon Chllngr Pck SE$59 
Lemmings $29 

Mission Starlight $29 

Moonbase $29 

Operation Combat $15 

Railroad Tycoon $45 

Reach for the Stars $29 

Robo Sport $35 


MAC TRADITIONAL 
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Scenery Collectn A or B $37 
Secret Weapons Lftwff $44 
S Weapons Expl P38 $21 
S Weapons Exp2P80 $21 
S Weapons Exp3He162 $21 
S Weapons Exp4Do335$21 
Shadow President $34 
Shuttle $29 

Sim Earth 2000 $42 

Sim Farm $41 

Sim Life $41 

Silent Service 2 $34 



Jump Jet $39 

Knights of the Sky $29 

Land, Sea & Air 1 or 2 $39 

LHX Attack Chopper $17 

Life & Death 1 or 2 $23 

Lightspeed $29 

Ml Tank Platoon "$24 

Mantis Exprmntl Fghtr $39 

Mantis Speech Pack $19 

Maximum Overkill $44 

Megafortress $26 


PC SYMPHONY’ 

is an 8 bit Adlib 
compatible sound 
card for your PC. 
Features 11-voice 
FM music, built in 
4 watt power am¬ 
plifier. simulta¬ 
neous 9 voice, 6 
melody. & 5 rhythm 
sound generation, 
hardware volume 
control to 4 ohm & 
8 ohm speaker/ 
earphone output, & 
internal speaker 
output. $37 


Stormovik $15 

Strike Aces $19 

Strike Commander $45 

Stunt Driver $15 

Stunt Island $34 

Tank $37 

Team Yankee $34 

Team Yankee 2 $29 

Test Drive 2 $30 

Test Drive 2: Collection $29 
Test Drive 2: CA ChaJIg $15 


Lost Treasurs Infocom $46 
Mantis Expermtl Fighter $45 
Omar Sharif on Bndge $46 
Secret of Monkey Island $49 
Secret Weapon's Luftwff $59 
Sherlock Holmes $44 
Shuttle $24 

Space Quest 4 $42 

Spirit Excalibur $24 

Star Child $32 

Star Trek 25th Annivrsy $46 
Stellar 7 $42 

Ultima Bundle $59 

Where in World CSD $64 
White Horse Child $32 
Wing Commandr Bundle $45 

IBM CHARACTER 
EDITORS 

Bard's Tale 1-3 Ea. $16 
Champions of Krynn $ 16 
Curse of Azure Bonds $16 
Dark Heart of Uukrul $16 
Dark Queen of Krynn $16 
Death Knights of Krynn $16 
Drakkhen $16 

Escape from Hell $16 
Eye of Beholder 1 or 2 $ 16 
Fountain of Dreams $16 
Hard Nova $16 

KeystoMaramon $16 
Knights of Legend $16 
Lord of the Rings 1 or 2 $16 
Magic Candle 1-3 Each $16 
Megatraveller 1 or 2 $16 

Might & Magic 1-3 Each $16 
Planets Edge $16 

Pool of Radiance $16 
Prophecy of the Shadow$16 
Secret of Silver Blades $16 
Sentinel Worlds $16 


IBM EDUCATIONAL 

Castle of Dr Brain $29 
EcoQuest 1 or 2 $34 

Island of Dr Brain $29 
Jones in the Fast Lane $24 
Mario Teaches T yping $24 
Mixed Up Faery Tale $29 
Mixed Up Mother Goose $34 
Quarky Quayso Science $29 
Rodney’s Funscreen $32 
Twisty History $29 

MAC SPORTS 
4th & Inches $12 

Fast Break $30 

Hardball 2 $31 

Jack Nicklaus Great 18 $27 
J Nicklaus CD 1-5 Ea. $15 
Mean 18 Golf $30 

NASCAR Challenge $31 
PGA Tour Golf $38 

PGA Tour Course Diski $17 
Playmaker Football $32 
Tom Landry Football $29 
Wayne Gretzky Hockey $36 
Weaver Baseball $32 

MAC WARGAMES 

Americn Civil War Voll $29 
Civil War No Grtr Glry $42 
Halls of Montezuma $29 
Harpoon Scenario Editr $27 
Panzer Battles $29 

Patton Strikes Back $37 
Rommel North Africa $29 
UMS2 $34 

UMS 2 Planet Editor $29 
V for Victory $38 

MAC STRATEGY 

Ancient Art of War $29 
Ancient Art War at Sea $29 


JOHN MADDEN 
FOOTBALL 2’ im¬ 
proves on one of the 
most popular foot¬ 
ball games avail¬ 
able with, play-by- 
play analysis, an 
icon menu, instant 
replay, and even 
help from Madden 
himself Other fea¬ 
tures include player 
ratings, match-ups 
injuries, field con¬ 
ditions, 4 ability to 
design plays - $32 
BUY 2 GET 1 


Romance 3 Kingdoms $42 
Simcity $29 

Simdty Graphic 1 or 2 $23 
Simcity Terrain Editor $15 
Sim Earth $41 

Spaceward Hof $37 
Strategic Conquest $37 
Uncharted Waters $42 
Warlords $29 

MAC ADVENTURE 

Adventrs Willie Beamish $39 
Conquest of Longbow $39 
Heart of China $34 

Indy Jones Grphc Advtr $32 
King's Quest 5 $39 

Leisure Suit Lrryl Color $34 
Leisure Suit Larry5 $39 
Loom $29 

Lost Treasures Infocom $46 
Mutant Beach $43 

Out of this World $36 
Police Quest 3 Color $34 
Rise of the Dragon $34 
Secret of Monkey Island $38 
Sky Shadow $28 

Space Quest 3 or 4 $34 

Where Europe CSD $30 

Where Time CSD $30 

Where USA CSD $30 


Solitaire Royale 

$15 

Stratego 

$31 

Super Tetris 

$32 

Swap 

$29 

Tetris 

$24 

Wordtris 

$29 

MAC ROLE PLAYING 

Curse of Azure Bonds 

$38 

Dark Queen of Krynn 

$38 

King's Bounty 

$15 

Might 4 Magic 3 

$38 

Pirates 

$34 

Pools of Darkness 

$38 

Pools of Radiance 

$32 

Secret of Silver Blades 

$38 

Spirit of Excalibur 

$29 

Starflight 1 or 2 

$38 

Vengeance of Excalibur $29 

Windwalker 

$28 

Wizardry 1 

$28 

Wizardry 2 

$33 

Wizardry Cosmic Forge $37 

MAC ARCADE 


4D Boxing 

$32 

Armor Alley 

$32 

Crazy Cars 

$25 

Dragon's Lair 

$34 

Dragon's Lair Color 

$34 

Dragon's Lair 2 

$34 

Dragon's Lair Esc Singe $34 

Faces/Tetris 3 

$25 

Guy Spy Color 

$29 

Nova 9 Color 

$21 

Oids 

$25 

Pick n Pile 

$28 

Pipe Dream 

$19 

Shufflepuck Cafe 

$27 

Space Ace 

$34 


AMIGA WARGAMES 

Blitzkrieg $29 

Blitzkrieg May 1940 $34 

Campaign $29 

Charge of Light Brigade $34 
Civil War No Grtr Glory $42 
Conflict Korea $36 

Conflict Middle East $36 
Dreadnoughts $42 

Dreadnoughts Ironclads $29 
Dreadnoughts Bismark $29 



AMIGA WARGAMES 

UMS 2 $34 

Wargame Constrctn Set $12 
Warhead $34 

Waterloo $12 

Western Front $37 

White Death $29 

AMIGA STRATEGY 

Archipelagos $26 

Armada 2525_$39 

PATRIOT is the 
definitive land war¬ 
fare simulation foe 
the PC. In this ini- 
tiaJ battleset, coali¬ 
tion forces meet 
with the defiant 
troops of Saddam 
Hussein. Com¬ 
mand over 2000 
units from either 
side Features 256 
color VGA graph¬ 
ics, state-of-the-art 
database, interface 
A mapping. 

<- BUY 2 GET 1 


Fire Brigade $35 

Reet Med $36 

Gettysburg Turning Pnt $36 
Great Naval Battles $42 

Hails of Montezuma $28 

Harpoon $38 

Harpoon Battle Set 2 $19 

Harpoon Battle Set 3 $19 

Harpoon Battle Set 4 $26 

Harpoon Chllng Pck SE $49 
Harpoon Scenario Editr $27 
In Harms Way $36 


Bandit King And China $37 
Battle Isle $32 

Beast Busters $24 

Big Business $32 

Black Gold $28 

Breach 1 Scenario Disk $16 
Breach 2 $32 

Breach 2 Scenario Disk $15 
Buzz AJdnn Race Space $36 
Castles $36 

Castles 2 $36 

Centurion Defndr Rome $32 



'MERCENARIES' lets you command a group of soldiers on 
interplanetary combat missions. Each mercenary, civilian, 
and alien has their own personality Produce your own 
missions with the built in scenario editor. BUY 2 GET 1 <-$38 


Koshan Conspiracy $32 

Lemmings $32 

Lemmings Datadisk $19 


L'Empereur 
Lost Admiral 


$37 

$34 



Where World CSD 

$27 

Space Ace 2 

$34 

Kampfgruppe 

$37 

Medieval Warriors 

$15 



Space Ace 2 Color 

$34 

Kreigsmarine 

$36 

Mega Lo Mania 

$31 

MAC TRADITIONAL 

Starglider 2 

$29 

Kursk Campaign 

$36 

Merchant Colony 

$34 

Battle Chess 1 or 2 

$29 

Tesserae 

$32 

Long Lance 

$36 

Millenium 

$24 

Bndge 60 

$29 

Thexderl 

$15 

Lord of the Rising Sun 

$30 

Moonbase 

$29 

Bridge 7 

$31 

Tristan 

$48 

Lost Patrol 

$34 

Navy Moves 

$27 

Checkmate 

$36 

Welttns 

$24 

Main Battle Tnk C Grmy$36 

Nobunaga's Ambition 

$37 

Chessmaster2100 

$32 

Xenon 

$25 

Main Battle Tnk N Grmy$36 

Nuclear War 

$15 

Classic 5 

$32 



Malta Storm 

$36 

Ogre 

$19 

Cribbage King Gin King 

$27 

MAC SIMULATION 

Moscow Campaign 

$36 

Omega 

$34 

Crossword Magic 

$32 

Carrier Command 

$31 

North 4 South 

$27 

Operation Combat 

$15 

Go Master 5 

$39 

Design your own Train 

$32 

Operation Overlord 

$36 

Overlord 

$24 


MEDIA CON¬ 
CEPT is an 8 bit 
sound blaster com¬ 
patible sound card. 
Features 11-voice 
FM music, digitized 
voice input, digi¬ 
tized voice output, 
full duplex MIDI 
interface, 4 watts 
per channel output, 
volume control, 
microphone and 
line in jacks, a 
joystock port, and 
Hardware decom¬ 
pression. $84 


Falcon 
Falcon AT 
Falcon Color 
Grand Prix Circuit 
Hunt tor Red Odober $21 
Life and Death 
Megafortress 
Red Baron Color 
Sands of Fire 
Sim Ant 
Sim City Supreme $46 
Speder 
Tank 

Test Drive 2 
Test Drive 2 CA Challng$15 
Test Drive 2 Euro Chllg $15 
Test Drive 2 Muscle Car $15 



Balance of the Planet 

$19 

Hoyle's Book Games 1 

$21 

Test Drive 2 Supercars $15 

Operation Spruance 

$34 

Paladin 

$28 

Castles 

$36 

Hoyle's Book Games 2 $21 

Tracon 

$34 

Overrun 

$15 

Perfect General 

$34 

Citadel 

$26 

Hoyle's Book Games 3 $29 

Tracon 2 

$29 

Panzer Battles 

$29 

Perfect General Seen 

$23 

Command HQ 

$39 

Ishido 

$34 

Vette 

$33 

Patriot 

$38 

Populous 

$32 

Cyber Empire 

$32 

Lexicross 

$32 

Yeager's AFT 

$32 

Rommel El Alamein 

$36 

Populous 2 

$38 

Darwin's Dilemma 

$32 

Monopoly 

$29 



Rommel at Gazala 

$36 

Populous World Editor 

$16 

Genghis Khan 

$37 

Omar Sharif on Bridge 

$36 

AMIGA WARGAMES 

Rorke's Drift 

$34 

Ports of Call 

$25 

Gold of the Americas 

$29 

Risk 

$29 

Action Stations 

$29 

Second Front 

$36 

Powermonger 

$32 

Go Master 5 

$109 

Sargon5 

$32 

Action Stations Scenario$l4 

Storm Across Europe 

$12 

PowermongerWWI 

$21 

Harpoon 

$39 

Scrabble Deluxe 

$29 

Afrika Corps 

$34 

To the Rhine 

$36 

Railroad Tycoon 

$34 

Harpoon Set 2 or 3 

$22 

Shanghai 2 

$32 

Battle Tank Barbarossa $36 

Typhoon of Steel 

$15 

Reach for the Stars 

$29 
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VAL BATTLES' 

you to command 
the British or 
German navy in 
the North Atlan¬ 
tic during WWIl. 
Captain's view 
puts you on the 
bridge with state- 
of-the-art graphics 
Fleet view gwes you 
an eagle s eye view 
of a task force. Ad¬ 
miral view allows 
strategcpiay - $45 
U- BUY 2 GET 1 


V FOR VICTORY' 

thrusts you into into 
the role of military 
strategist dunng the 
Normandy invasion 
of WWIl Features 
full color scrolling 
map, nearly 500 
military units, 8 
types of combat, 
reaisbcweatier.piay 


I german command, 
6 different sce¬ 
narios, & 11 histon- 
calvanants. * $44 

«- BUY 2 GET 1 


GRAND SLAM 
BRIDGE 2' im¬ 
proves on the origi¬ 
nal to provide the 
most complete 
bridge program 
ever Includes tu¬ 
torial hands, flex¬ 
ible practice mode, 
hints for new play¬ 
ers, more bidding 
conventions. & an 
adjustable partner 
Supports mouse, 
VGA & all major 
soundcards -$32 
«- BUY 2 GET 1 


SPELLJAMMER 
PIRATES OF 
REALMSPACE' 

combnesa30space 
simulator vwthAD&D 
I tactical combat SaJ 
through space and 
engageenemyships 
in real time battles, 
then board the en¬ 
emy vessel for 
close range tacti¬ 
cal combat with 
weapons & spells. 
Features point and 
dickoontrol *--$38 
«- BUY 2 GET 1 


Plan 9 from Outr Space $31 


pTHE SUMMON¬ 

ING' is a single 
character rote play¬ 
ing game. Play in¬ 
side this game filled 


secret passage¬ 
ways & dungeons. 
You gather dues, 
solve puzzles, con¬ 
verse with NPC's, 
and battle hordes 
of monsters Fea¬ 
tures 40 levels, 
automapping and 
prrtabfemapb * $38 
<- BUY 2 GET 1 


fr THE 

VLIMVYO] 


& BUY 2 EAD GAMES GET 1 EAD GAME FREE- CALL 800 753 GAME 


AMIGA STRATEGY 

Realms $19 

Renegade Legion Intcpt $12 
Riders of Rohan $31 
Romance 3 Kingdoms $42 
Romance 3 Kingdoms 2 $42 
Rules of Engagement $38 
Simcity $33 

Simdty Terrain Editor $15 
Star Control $34 

Starfleet 1 $38 


AMIGA ADVENTURE 

Ivanhoe $34 

James Bond Stealth Affr$34 
Joan of Arc $31 

KGB $19 

Khalaan $34 

King’s Bounty $15 

King's Quest 1 $19 

King's Quest 2 $15 

King's Quest 3 $15 

King's Quest 4 $34 


THE UTUIATl FANTASY DRIVING GAME 


Test Drive 
Ten of the Best 


CAR & DRIVER' 

lets you test drive 
10 of the best per¬ 
formance cars like 
the Porshe 959, 
Shelby Cobra, and 


Features 10 differ¬ 
ent tracks, bit¬ 
mapped land¬ 
scapes. drive in 
any direction or off 
road, head to head 
via modem, instant 
replay, and 256 
color VGA. <—$38 
BUY 2 GET 1 


AMIGA ADVENTURE 

Shogun $41 

Space Hulk $38 

Space Quest 1 $34 

Space Quest 2 $15 

Space Quest 3 $34 

Space Quest 4 $34 

Steigar $27 

Street Rod 2 $27 

Theme Park Mystery $15 
Time Machine $34 

Total Edipse $28 

Treasure Savage Frontr $32 
Turncan $28 

Universe 3 $34 

War in Middle Earth $15 
Warriors of Legend $19 
Where in Europe CSD $34 
Where in USA CSD $34 
Where xi World CSD $27 
William Tell $28 

$19 


Stock Market $15 

Sword of Aragon $12 

Theater of War $32 

Third Reich $27 

Traders $19 

Uncharted Waters $42 

Utopia $31 

Warlords $32 

Worlds at War $29 

AMIGA ADVENTURE 

Adventr Willie Beamish $34 
Altered Destiny $37 

An American Tail $29 

Arthur Quest Excalibur $34 
B.A.T. $34 

Betrayal $29 

Black Cauldron $28 

Cadaver $27 

Chambr Sd Mutant Prst $31 
Chuck Rock $15 

Codename Iceman $15 

Colonel's Bequest $15 

Conquest of Camelot $15 

Conquest of Longbow $34 

Courtroom $34 

Crime Does Not Pay $32 

Cruise for a Corpse $34 

Cyber Empire $32 

Damocles $31 

Dark Half $34 

Darkman $29 

Dark Side $28 

Death Bringer $28 

Dick Tracy $22 

Duck Tates $31 

Dune $35 

East vs West Berlin $27 

Elf $32 

Free DC $34 

Future Wars $34 

Godfather $12 


Gold Rush $24 

Heart of China $34 

Heimdall $19 

Horror Zombies Crypt $34 
Hostage $31 

Hound of Shadow $19 
Hunter $24 

Immortal $32 

Indy Jones Fate Atlantis S38 
Indy Jones Grphic Advtr $24 
Iron Lord $28 


King's Quest 5 $34 

Leather Goddesses $15 

Legend of Faerghail $28 

Legend of Kyrandia $35 

Leisure Suit Larry 1 Enh $34 
Leisure Suit Larry 1 $24 

Leisure Suit Larry 2 $15 

Leisure Suit Larry 3 $24 

Leisure Suit Larry 5 $39 

License to Kill $28 

Lord of the Rings Vol 2 $36 
Lost Treasures Infocom $39 


Magic Fly $28 

Magnetic Scrolls Bundle $24 
ManhunterNY $29 

Manhunter SF $29 

Mean Streets $31 

Moebius $41 

Munsters $27 

Oil's Well $21 

Omnicron Conspiracy $29 
Out of this World $36 

Planet of Lust $28 

Police Quest 1 $24 


Police Quest 2 $15 

Police Quest 3 $34 

Pools of Darkness $38 
Prince of Persia $28 
Rise of the Dragon $34 
Search for the King $37 
Secret of Monkey Island $38 
Secret Monkey Island 2 $38 
Sex Olympics $24 

Sex Vixens from Space $28 
Shadow of the Beast $29 


Penthouse Jigsaw $24 

Pinball Dreams $32 

Pool Shark $15 

Risk $24 

Scrabble $24 

Shanghai $32 

Solitaire's Journey $36 

Solitaire Royaie $24 

Spot $15 

Stratego $32 

Strip Poker 3 S29 

Swap $29 

Tetris $24 

Trump Castle 2 $32 

AMIGA SPORTS 

3D Pool $25 

4D Boxing $32 

4th & Inches $15 

ABC Monday Night FB $34 
Challenge Golf $27 

Cycles Grand Prix $34 

Days of Thunder $34 

Fast Break $17 

Grand Prix Circuit $17 

Greens $34 

Hardball $33 

Hardball 2 $28 

Indianapolis 500 $32 

Intemationl Sports Chllg $29 
Jack Nicklaus Great 18 $27 
Jack Nicklaus Unlimited $39 
J Nicklaus CD 1-5 Ea. $15 
Jack Nicklaus Clip Art $17 
J Connrs Pro Tennis Tr $32 
Links $37 

Madden Football $32 

Mean 18 Golf $30 

Mean 18 Course Diski $15 
NASCAR Challenge $31 

Over the Net $24 


AMIGA SPORTS 

PGA Tour Golf $32 

PGA Tour Golf Course 1$17 
RBI 2 $32 

Reel Fishin $31 

RVF Honda $30 

Shark Attack Unlim Golf $28 
Ski or Die $32 

Sport of Kings $15 

Summer Challenge $34 


AMIGA TRADITIONAL 

American Tail Color Bk $19 
Battle Chess $29 

Battle Chess 2 Chinese $29 
Checkmate $36 

Chessmaster2l00 $34 
Clue Master Detective $28 
Cnbbage King Gin King $28 
Harpoon Designr Series $32 
Home Alone 2 $29 

Hoyle's Book Games 1 $21 
Hoyle’s Book Games 2 $21 
Hoyle s Book Games 3 $29 
Ishido $36 

Jones in the Fast Lane $24 
Monopoly $24 

Omar Sharif on Bridge $32 
Peanuts $31 

In THE LOST FILES 
OF SHERLOCK 
HOLMES'Jack the 
Ripper appears to 
have struck again 
and you must stop 
him. Explore doz¬ 
ens of authentic 
London locations, 
use your laboratory 
to analyze clues 
and interact with 
many unique char¬ 
acters. Features 
VGA & a classical 
soundtrack. *-$44 
4 - BUY 2 GET 1 


AMIGA ROLE PLAYING 

Legend of the Lost S34 

Lord of the Rings VI $34 

Lure of the Temptress $37 

Matrix Cubed $32 

Midwinter $28 

Might & Magic 2 $38 

Might & Magic 3 $38 

Murder $29 

Pirates $19 


Team Suzuki $15 

Tom Landry Football $29 

Wayne Gretzky Hockey $36 

Wayne Gretzky Hcky 2 $34 

Wayne Gretzky League $28 

World Circuit $34 

World Class Leaderbrd $26 

World Class LB CD 1 $15 

World Class LB CD 2 $15 

World Class LB CD 3 $15 

World Champ Soccer $12 

AMIGA ROLE PLAYING 

Alien Drug Lord $34 

Autoduel $26 

Bard's Tate 2 $19 

Bard's Tate 3 $32 

Battle Master $38 

Black Crypt $32 

Bloodwych $34 

Bloodwych Data Disk $21 

Captive $30 

Carthage $29 

Celtic Legends $32 

Champions of Krynn $32 

Chaos in Andromeda $27 

Chronoquest 2 $34 

Conan $19 

Corporation $19 

Curse Azure Bonds $15 

Dark Queen of Krynn $32 

Death Knights of Krynn $32 

Dragons of Flame $12 

Dragon Strike $15 

Drakkhen $39 

Dungeon Master $28 

Dungeon Master 2 $28 

Elvira Mistress Dark $34 

Elvira 2 Jaws Cerberus $39 

Eye of the Beholder $39 

Eye of the Beholder 2 $38 

Faery Tale Adventure $31 


Federation $34 

Four Crystals of Trazere$32 
Gatewy Savage Frontier $32 
Hard Nova $32 

Heart of the Dragon $34 

Hero's Quest 2 $34 

Hiltsfar $12 

Journey $34 

Keel the Thief $15 

Keys to Maramon $32 

Legend $31 


Pool of Radiance $15 

Prophecy of Shadow $38 
Rings of Medusa $34 

Secret of Silver Blades $15 
Shadow Sorcerer $32 
Sleeping Gods Lie $29 
Space Ace $34 

Space Inc. $34 

Space Rogue $34 

Spirit of Excalibur $19 
Starflight 1 $32 

Starfhght 2 $32 

Sword of Twilight $34 
Terran Envoy $27 

Third Courier $34 

Times of Lore $28 

Twilight 2000 $39 

Ultima 4 $39 

Ultima 5 $39 

Vengeance of Excalibur $19 
Windwalker $28 

Wizardry Cosmic Forge $39 
Wizardry 7 $45 

Wrath of the Demon $29 
Xenomorph $32 

AMIGA ARCADE 

Agony $29 

Amazing Spiderman $25 
Amnios $29 

Anarchy $24 

Aquaventura $29 

Arachnaphobia $27 

Artura $34 

Atom mo $29 

Awesome $29 

Back to the Future 2 $15 

Back to the Future 3 $15 

Barbarian $28 

Barbarian 2 $29 

Bar Games $34 

Batman Caped Crusadr $28 
'MEGAFORTRESS 
MEGA PACK' 
combines the origi¬ 
nal Megafortress 
game, version 1.1 
upgrade, Opera¬ 
tion Sledgeham¬ 
mer, the Mission 
Editor & the novel 
"Flight of the Old 
Dog" in one pack¬ 
age. Features VGA, 
a 30 worid with uni¬ 
versal camera 
angles. 31 afferent 
missions. *-$38 
<- BUY 2 GET 1 

Batman the Movie $31 
Battle Bound $27 

Bill & Ted's Excellnt Ad $27 
Blockout $28 

Brain Blaster $28 

Bride of the Robot $28 
Bodokan $26 

Chase HQ $28 

Continuum $32 

Crackdown $20 

Cybercon3 $29 


AMIGA ARCADE 

CyberSpace $29 

Dark Castle $31 

Dark Century $29 

Day of the Viper $33 

Dragon's Lair $34 

Dragon's Lair 2 $34 

Dragon Lair Esc SingeC $34 
Fire Power $17 

Flood $29 

Globulus $22 

Golden Axe $17 

Gravity $34 

Guy Spy $29 

Heavy Metal $35 

Home Alone $27 

Hoverforce $31 

Hyperforce $28 

Killing Cloud $15 

Killing Game Show $29 
Knights of Crystallion $37 
Last Ninja 3 $32 

Leander $29 

Light Quest $32 

Matrix Marauders $28 

Mnan $34 

Mystical $27 

Navy Seals S27 

Never Mind $26 

Night Breed $14 

Night Shift $19 

Nitro $32 

Nova 9 $21 

Ork $29 

Out Run S28 

Paperboy 2 $27 

Pick* Pile $27 

Pitfighter $22 

Plague $28 

Power Drift $28 

Power Drome $18 


Predator 2 

$15 

Prehistorik 

$29 

Quix 

$25 

Rick Dangerous 

$25 

Robocop2 

$34 

Robocop30 

$32 

Roilerbabes 

$25 

Shadow Beast 2 

$27 

Shadow Beast 3 

$27 

Shockwave 

$29 

Sliders 

$27 

Spacewrecked 

$31 

Space Ace 2 

$34 

Space Wars 

$37 

SpeedbaJI2 

$25 

Stellar 7 

$21 

Stryx 

$25 

Superman 

$28 

Super Off Road 

$15 

Super Space Invaders 

$24 

Targhan 

$28 

TMNT 

$29 

TMNT Arcade 

$31 

Treasure Trap 

$28 

Untouchables 

$24 

Warlock 

$25 

Wild Streets 

$31 

Wild Wheels 

$32 

Xenophobe 

$25 

Zany Golf 

$18 

Zone Warrior 

$26 


AMIGA SIMULATION 

688 Attack Sub $32 

A10 Tank Killer $34 

AlOTank Killer Enhncd $34 
Aces of the Pacific $42 

Armour Geddon $29 

ATAC $29 

Battle Command $26 

Birds of Prey $32 


AMIGA SIMULATION 

Blue Angels $15 

Blue Max Aces Grt War $34 
Cardinal of the Kremlin $32 
Conqueror $34 

Das Boot Submarine $34 

Eye of Storm Flight Sim $29 
FI5 Strike Eagle 2 $29 

FI 6 Combat Pilot $34 

F19 Stealth Fighter $34 

F29 Retaliator $34 


AMIGA SIMULATION 

Test Drive 2 Euro Chllg $15 
Test Drive 2 Muscle Car$15 
Test Drive 2 Supercars $15 
Their Finest Hour $21 
Thundertiawk $29 

Thunderstrike $34 

Tracon2 $39 

Virtual Reality Studio $49 
Western Europe Disk $22 
Yeager's AFT $26 


FA 18 Interceptor $18 

Falcon $34 

Falcon Mssn Disk 1 or 2 $19 
Flames of Freedom $29 

Flight Simulator 2 $34 

Galactic Conqueror $31 

Gun Boat $33 

Hawaiian Odyssey $22 

Heatwave $28 

Hunt for Red October $22 

Japan Scenery Disk $22 

Jet $33 


Kennedy Approach $34 
Knights of the Sky $34 
Ml Tank Platoon $34 
Mantis Experimntl Fghtr $34 
Megafortress $38 

Megafortrss Mssn Dsk 1 $27 
Megafortrss Mssn Dsk 2 $27 
Reach for the Skies $31 
Red Baron $34 

Red Storm Rising $29 
Sherman M4 $34 

Shuttle $29 


SPEND $100 GET 1 FREE 

3 ini Players Pack “$24 
Backgammon **$24 

Chess Net **$24 

Deja Vu 2 Las Vegas **$12 
Don't Go Alone **$12 
Dragon Lord **$19 

Edward O Thorpe BJ **$24 
Fast Break Basketball **$12 
Ml Tank Platoon **$24 
Magic Johnson FB **$12 
Megatraveller Zodani **$24 
Operation Combat **$12 
Punisher **$24 

Rings of Medusa **$24 
Sentinel Worlds **$12 
Sound Star Sound Card**$29 
Third Courier **$12 

Video Poker A la Carte **$24 
Video Poker Masque **$ 19 

CHIPS & BITS 

PO Box 234 
Rochester VT 05767 
Fax 802-767-3382 
802-767-3033 

“Spend $100 on any in 
stock software and get 1 
starred game free 

i- Buy 2 marked games 
and get a coupon good for 
1 game marked by <- 

We accept Visa, MC & Money 
Orders. COD add $5. Checks 
Held 4 Weeks. Most items 
shipped same day. All shipping 
rates are per order not per item. 
UPS $4:2 Day Air $ 6 : Mail $5: 
Airmail Canada $6: HI AK PR 


Silent Service 1 $15 

Silent Service 2 $34 

Skyfox2 $18 

Star Trek 25th Annrvrey $36 
Strike Aces S34 

Strike Fleet $26 

Team Yankee $34 

Team Yankee 2 $29 

Test Drive $27 

Test Drive 2 $30 

Test Drive 2 CA Chllng $15 


2 Day Air $12: Airmail Europe 
$12 first item plus $6 per addi- 


All Sales Final. Check 
compatibility before you buy. 
Shipping times not 
guaranteed. Defectives 
replaced with same item. 
Offer, price, $ availability 
subject to change. 


Reader Service No. 1 














































Villa Crespo Software presents a trio of exciting new products for your computer. We are 
the leading publisher of casino gaming software. Our guarantee: the finest in entertainment 
and professional instruction. Our critically acclaimed products are recognized for their 
substance and depth of features. Now, you can gain the winning edge! 

And you will have fun as well. Your computer comes alive with casino realism. Built-in 
tutors and on-line help increase your skill level. Expert endorsing professionals provide you 
with proven techniques. 

Amarillo Slim, Stanford Wong, and The Gold Sheet invite you into the world of real casino 
gaming. The action is about to start. . . Join us now. 

- ♦- 

“With the most opponents, most options, and best gameplay, Amarillo Slim Dealer’s Choice 
wins the pot, hands down!”— Computer Gaming Werld Magazine 

“The quality and versatility of Stanford Wong Video Poker make it a must for players of any 
skill. Video Poker is entertaining and is fast becoming the most popular of all casino games.' ’ 
—Casino Player Magazine 


“For statistics and handicapping, nothing we have seen comes close. 
In actual use ourselves, we found The Gold Sheet Pro Football Analyst 
accurate, easy to use, and rewarding.”— Western Gambler Magazine 

Available at all leading software dealers. 

Reader service No. 30 For information write, or call 1-800-521-3963. 

1725 McGovern St .Highland Park, IL 60035 



Yma Grespo 








































